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A GAME 

IS 

BORN... 

bv Christy .Marx 

i j 




hen the idea of doing a Robin Hood game was suggested Id me. 6 was 
delighted. Robin flood has always been one of mv favorite heroes. not 
to mention how much I love the Medieval tinw period in general Just about any ancient 
time period, in fact. ]'m fascinated with the details of how people lived their lives, how 
they though! and reacted, what they ate and wore, and so 
on. I’m fascinated bv rains, by ancient writing and 
tantalizing hints of lost knowledge. 


So here was another chance to mix legend and 
history. Rubin Hood IliiiLseif is pure legend, hul the setting 
of twelfth century.' England allowed me to explore and use 
history, 
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began my preparation for 
designing the game by reading 
different versions of die Robin 
Hood stories. Then I obtained 
some excellent boots which 
provided the original ancient balMs and lots of 
scholarly research into the outlaw legends. 


1 read and researelied many aspects of 
the time period, including reading fanciful 
ballads written about King Kichard. wfilch 
featured an amazing mishmash nf historical 
buttles and wildly improbable adventures. 


I contacted the historical libran of 
Nottingham and obtained all sorts of wonderful 
informatiun about the town which included 
maps, drawings of the castle, descriptions of 
their Fairs and madid products, and alt those 
obscure, but useful hits of bitckgrcund 
information that become so vital to the richness 
of a game. 


Residing and absorbing all of this look a 
couple of months. Then I began to formulate 
the direction I should take. I wanted one large 
goal for the game, with lob of secondary 
goals and subplots. I decided to lb® 
historical fact as my jumping off 
point anti selected the capture of 
King Richard in 1192 as he was 
6 
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ransom 


Druick. 


i of tbeT%ea ■characters n the 
the forest iLsfi T. iTie fifes was ,tl 


LiKempting to return from the Thind Crusade, He 
disguise when hem betrayed and taken () 
ransom demanded varies from source to 
lie was released early in I L94 aJi 
failed to prcvenl it. 


through Europe in 
Austria. Hie 
r 150.000 marks, 
and others 


relationship, would be. 
how Robin met his men. 
forms and didn't ccmlribul 

Marian was another 
give her some new and di 

Slowly, an entire p 
Robin Hood ballads, addtt 
Richard billads and in 

Why the Dm|ds> &e; 
is one tliat is most often i 


es about 


made tEse existence of a Medtevsil outlaw possible. An out 
was literally that — a man outside die law. No law-abi 
citineii was allowed to help an outlaw in any way. No t 
village or dwelling was supposed to admit him, There 
nothing left except the forest 
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In* Droids nunv irtes. and had ]■ ns of forest lore tliHl ’it 

beaitiftilh 1 11:1 1 iy desire to make Shenmuari Jrt; n -st ioireiiiln^ 
more than a mere backdrop And also pm me the ^nirial ivasi I 


warned for Marian. 




i Nni I wftote a game outlinejtfildi toLdljffie wtjolepk* of! | 
niEtc: like a short siSy. and mfcntkffied each puzzle nd lie or Typed p|feler 


Ind To he solved alo. ig The way. Tills rail lo si v 


<!IIU 


k»ufb sketch (if (in 1 cuiiriMir.il. 


Ki ilisln'Ll Fiilc 

dflplnfiof the 

■L j| iN'ilr.il. 





The An EH rector wsrtl to work Laming iMoutlbx- into a sloiytmrd 
Storyboardlng is a pnxess commonly used in mows and alwavs in animation. 
In nKivjijs and animation tin* script is broken down into single-pane] drawings 
of all the aumiisLi c.idi scene with the lines of dialogue pasted undemenlli. 

Our storyboard consisted of hundreds of sin^jmnel illusimticms. one for «ich 
screen shot that ftyiddtipiKarin tin* gamt. Wlten the? were laid nut so that ihev 

HflUl mjI mm flt ■■hhH 
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showed 
seven me 


dtsig/i 


am 
of spl 
Noltin 

With storpboard 
divided into had 

'flue hsuL'tgnHj 
die drawing 
artists. opj* 
overseas 
touched-up 


i in die entire game outline, they covered two boards than were forty- 
lety-fcur inches each! 

kid it CW, we discussed various 
as needed. By having the pine Laid out 
we could look for problems in how die player 
lace to another or how the overall game design 
event to another. 

! die characters in die game, muering everything 
othes they should wear. The artists did 
or revised. 

was to decide up in and then write 
io be painted for a background 1 needed to determine 
arid describe what we needed to see in each one, 

Hi Id, 1 brought in whatever reference material 3 
levalclothing, lints, boots, etc., what the earliest form 
coin rtf that time looked like; the maps of ancient 


picture sketches approved, the art leant was 
animation artiste, 


. Then 


tie of our 
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\ ilw this is a very common practice miwTn (he animation 
business', though you may not realize it Mrtu^lh eiferv studio that 
produces animat jgn today (nearly all the Saturday nidminy 
cartoons and she $\ mticaied carta:iti stricsl. with one or two rare 
exceptions, has its arww>rk produced si! v nitons animation studies 1 
overseas in such places in Japan, France, Korea, Ireland and 
Australia. 

tme ;ss die pictures were being painted, the anJumton team selected' 
ut.it the niles of our characters so that they could lie videatapwL 
i lo filing Robin right, especially usinguie bow r 3 found a genuigj 


FjnWtnt [jrr 
ilnu-iuMi’ kir Ihli 
uf lilt JOtJII 



longbow archer t mm Fresno who brought up his own longbow, We taped liii 
firinR (Ite how from all the angles, then tailed him walking and Jogging on: 
treadmill % iu Innv in hand, and various other actions® 

For (he low scene between Robin and Marian, huwew 
real-hie lovers and used one of our own programmers 
time w;is had by all. She also perfomiea all of live otlt 
;ls d>e dance which I choreographed on the spot. 

. 

I he videotapes d the actors were digitized and the arti 
finished ^nimaium.s that you see oti your computer sci 
costume*. 


i rued them into the 
. < i, njilete with 


HirMpre -p.ilnriiix: (bfftidnr kr> 





































During (he proAtetfon of lilt am ort 
which took many, many inMillis. T was 
writing lilt: actual documentation am! text 
lor the put. By dtsci i im^talion. t mean - 
a detailed description for (he programmers 
of every single Eliots am! variable 
possibility (hat could occur in die pile. 

The text is whatever you see on the screen (or, in l"D, what you 
heai); even response I hat comes up when you click an icon, all < 
of the dialogue between characters, riddles, etc. 

] haw mi im desk three Clinch hinders and two 2-inch binders 

J _ I l \ v 

that are picked full of hundreds of pages of doommutation. I 
figure I "ve generated easily enough maleriaJ for flue soeenplays 
or one whole newel. 



At die time I write this, we have over 1,500 separate pieces of 
animation for die game and SI picum>. 

Once pieces of art and documentalion residied ccniipfoLkm, the 
programmers could Start their work. "Jliey put rn monllis of 
haul work writing die code that makes it all came together into 
a game. V*9r h' ' 

Along with my writing, I was consulting with decomposer to work oul the music. He 
agreed with me that we slwuld go for ihe sounds of (he Medieval instruments like the 
psaltery and lute. Because of my background playing the Celtic harp, I haw good book* 

*v 

lit "i 



of folk tuns arid J wa3 »fc hiring in sev eral traditional Robin 
Hood songs to sene as a basis of inspiration for some of our 


music. 


V // 

\// 


We had to determine huw iiiaity pieces of theme music we'd need 
and for which characters. ;uid also generate a list t£ every single 
sound effect (hat had lo be done, tt'e ended up with something m 
the. order uf river di ree huru;l red sound effects. 

As Di rector of [lie game. I was equally involved in developing an 
for the box cover, writJugthe game book, and overseeing ad 
aspects uf die game; 

]/ A) || 

But a gajric isnt created fry any one person. IPs the result of a 
wondrous alchemy in whidi many creative people contribute So 
to the producer, artists, programmers, composers, and QA (game 
testers), I owv a debt of lhauks for helping tum my design into a 
iucl and improving it along the way, 

yini've enjoyml [Ids. tour through the biith and 

Your feedback Is always welcome. You 
t the; following; 



Christy Mars 
. do Sierra 
•O RO. Box 600 

atsegold, CA 93614-0600 
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HOW THIS BOOK WORKS 


line wlirjk 1 point of planing,Conquests of lire Longbow bin discover its purales and soEulions to 
them. I some puzzle may be so well hidden that you don't t^-en know where to begin. Or JL 
ibis may be jour fi rsl experience with sin adventure game. If you feel ihai you're real ly stuck, look ^ 
through and find the question ibit best describes yuur problem. I 

Think of this book £ your complete reference to Conquers of Lire Longbow. Thehfot answers are 
arranged to progress Tram a slight him la an out and oui solution to each pualu. In fatL an 
answer with a star (*) beside ii w i 111 * v it, S| mi k , often gjii ng you the eytri adions you pegHq 
solw the puzzle, recommend you mad only the hints you need and avoid reading the East 
answer of each question unless you‘re completely stumped. In fact rf yem read evvn answer (one 
after another) in this book, you'll complete the game very quickly; bin jt-ufll miss die challenge 
aiid excitement of Uus game. You gpt the point, rigbl? Please use this book with discretion. 

Note to Beginning Millenium? 

If you\e never played a Sierra 3-D Anlmataf Adventure Game, hem lire some tips tu help get you 
Started: /./sJftif T AAv&J' 





Jirw yy !** ^ 

I \ Hanembcr to save your game frequently, eaBM^wjfenewrytJtfte about to try stspethiDg dial 
could be risky. If you mess up. you can KStomojifiJr parous pasitii in and try something 
different Your game manual lirev more details on saving and i&ionng gurries 

2} Pay attention Look al everything and talk beve^pm. Pick up anything thm's not m led 
down . You never know where you might pick up a valuable object undue 


3) Try anything, Anything youtpntugjii be the soluiion kj a. g^meSituatloii though some 
solutions hatfe betLer results LhanoLhers. Just remember to saw first 

If You Have Finished (ktinj u esits. ol |hc longbow 


V 

Jjs&’ 

*1 


The lari section of (hfehinl bool entitled Jitter You've Completed the Game con I thus a points list, an 
obfed list, a Ibt of thi ngs you may not haw tried in the game, mujs, and some other interesting 
detailed information. If you've played through mid wiuti 60 see how to improve your score or see 9 
what you might have missed, take a look. Thank you for purchasing Conquests of the Lxtgtw^B 
We hope you have as much fun playing it as we had creating iL 
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General Qtrestjimji 


Before reinidaijr ih,- bints here, f>]casc take a look at the game click-through In yr>ur 
[.cmgjxiw game documentation. 

Robin moves ton lies It Robin moves too slow! 

Or the Icon liar you'll find a computer icon. Choose it to bring up the com rot panel. 
Vou 1 J see a si ider for adji isli 11 g the animatii m i speed If ym i r game sdil runs loo sk nviv, 
adjust Lite animation detail slider down until you find a combination of sped and 
detail levels you can live with, 

Hon do I look at ili tugs, talk ro people etc/f 

Check out the icon Bar at die too of the screen (prss ESC or place the mouse cursor at 
the very top of die screen to see me loon Bar). Iliese icons represent all possible game 
activities. 


When you choose an icon, the cursor will change to that sliape. You can also click tour 
right mouse button (nr SHIFT-dicfc) to cycle through the cursors and die middle mouse 
button (orCTRL-CM) to toggle between (he walk cursor and the last cursor used, 


(Jr. if you're using your computer's keyboard, press a direction key cm the numeric 
keypad, or cursor keys. To slop your character, press the same direction key again. To 
estucule a command, press ENTER. To-cycle ill rough the available cursors] use the 
number five key on your numeric keypad. 


E?campJe: 

To talk to someone. click the talk cursor on him. (With die keyboard, ] 30 <silinn the cursor 
on him using your cursor ktrvs and press ENTER ) 

To look al soniething, dick the eyccucsor on it. (With the keyboard, position llie cursor 
on it using your cursor km and press ENTER.) 

To walk somewhere, cl ick (lie wal k cursor on di at screen position. (Wlth the ktrvhoani. 
simply press your arrow or cureor keys [a move in thal direction.) 

To take action on something or someone, click die hand cursor on die person or thing. 
(With, die keyboard, position die cursor on the |»rson. or thing using your cursor key's and 
press ENTER.) TIils cursor performs many dtEfereni game adieus. You will want tt/use it 
liberal h. 
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I doiYt uiulersmnti lion time merles in this game, Ht>w lung is a day? 



Hew many days arv there? 




I have some money, but liu* valuable IS a penny 
anyway? 






























Central Questions 

Before if adijijr the hints here, please take a look, ai the game click-through In your 
loa^av game documentation. 

Robin moves ton iaslt Robin moves loo sinw! 

Or the Icon Bar you'll find acomputer icon. Choose it to bring up the control paid. 
You']] see a slider tor adjusting the animation speed. ]f your game still runs bo slowly. 
adjust the animahon efeta it slider down until you find a combination i rf speed and 
tletai I levels you can live with. 

Mow do I look at things, talk to people, etc.? 

Check out the Icon Bar at llie ton of the screen (press ESC or place the mouse cursor at 
the very top of die screen to see (he loon Bar). Tliese icons represent all possible game 
activities. 

Ut hen you choose an icon, the cursor will change to iliat shape. You can also dick your 
right mouse button (nr SHIFT-Click) to cycle through tire cuisoi? and die middle iriousc 
button (orCTRL-Cljck) to toggle between the walk cursor and die last cursor used. 

Or, if you're using your computer's keyboard, pres; a direction hey on the numeric 
keypad, or cursor keys. To stop your character, pit* the same direction key again. To 
execute acomniarsd, press ENTER. To cycle (h rough the available cursors, use the 
number five key on your numeric keypad. 

Example: 

To talk to someone, click the talk cursor on him. (With the keyboard, position the cursor 
on him using your cursor km and press ENTER.) 

To look at something, dick the eye cursor on it. (With the keyboard, position the cursor 
on it using your cursor keys and press ENTER) 

To walk somewhere, cl ick die wal k cursor on (hat screen position, fWi tti the keyboard, 
simply press your arrow or cursor keys to move in that direction.) 

To take action on something or someone, dick the hand cursor on die person or thing. 
(.With, die keyboard, position the cursor on the person or thing using your cursor keys and 
press ENTER.) This Cu rsor performs many different game actions. You will waul to use it 
liberally. 
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I don't ucL[lt j rMj.Lri[l lu>w time works in ibis game.. ttnw long is a dby? 


* The diys In this game will vary in duration. Some will be wry short. "i I;-.r- could 
taker you a t ery long lime to complete This depends on bath your skill as a player 
and the number of events and problems that bate Us he strived before each day 
will end, tud each day isilitteruri i Some are simple, some m" ciunpkx. 

+ These days amt i running on a dock. A day will end only when (hear emus and 
problems have been played out 

Mow ninny days urv there? 

* 

happening on certain flays of (tu- game, they aiwi'l necessarily consecutive within 
Rohirr's reality. Days or weeks may pass for Robin between some Days of game 
pkiy. Tort messages will tell you m* in between the night and day scenes. Bui for 
praciic A purposes, count .i Day each ti me Rubin wakes in his esur aFicr a night 
scene, 

How will t know when a l>ay should trtd? 


4 i Dav will wad auiumailralh onlv when you’ve done nery thing than you have in do 
on ilr jll Ojv Ef a Day hasn't ended, you know i ln/re'S mi II sj uik-iliing you haw to do 
■ur ttt. 


I have some money, but bow valuable IS a penny 
anyway? 

* 

more dun a penny to a poor person lo make 
that person 'W happy I vea a lii'pt'nnv ur a 
farthing will do, but a penny Is good. 

* 

jmounts, of nuinty and wi IJ tell y ou so Three 
or four Earthings is i wry decent ,mi mmt «f 
money (meaningroughlyihc anwiuni tlui will 
usually hr he guards ami w forth!. Sooifooe 
like the Sheriff would rtr(|lilre ?,ligluJy larger 
amnwru-v like nine o t ten f.inhmgs, to ppu-n his 
hiLL-rrst. 












* 



IS hi dutNii'l the ruisom. amt him l change when 3 give large jiniou nis of money [n 
someone? 




How do I gel my hom? 


How dn l use my hom? 




How do I change clothes? 
* 



n lmt happens to ihe [hi rigs I was earning when I change into a mm her disguise? 

* 


IN SHERWOOD FOREST 














































■ Gambling would only n-quJrc a fcjlhing, uf ha'penny You’d be 1serious gambler to 
gamble a penny or more. 


Ifl by doesn’t the ruisom amount change when J give large jmihhi nts of money (u 
someone? 

" Ha-hednrunj figuri 1 n■ =;k> snaon ■ h rrv.isun.fvFriar fil. h&s.set 
aside especially fur the won. Ife has additional monies in the treasury fur 
certainppnaenb which don't itfletidie ransom 

* l tn‘ ransom amount Isn’t CHUWtied to jour own paaMi moncY supptv at ;dl 
They ‘re two separate things. 

Why docs my map Icon disappear sometimes? 

* foment her flam iditnnigh the map Icon is a handy shortcut, you must m ill ihEnk drat 
you are pissing di rough .ill of the lemlory between one spoL and another on the 
map So if you'a- in the Oak Grove and you dick on the Willow Grove, it's as 
though you've walked through die forest ami crossed Wading &reii u> get Uteri? 

* 4 The map icon will he disabled at cenajri times m the game. sod) t& the following 

a? when you're inside a room or buHdlng, 
h) L( you're in a Ineaikm ihar requires a yrid exit, 
cl when the Sheri if s men are sweeping through the forest, 
tl) when you're in lire middle of a programmed wtjueitce, such 
its shooting the hnw at someone, 


IN THE OUTLAW CAMP 

How do I pet money? 

* * < the land •. in • : >n : u mi all u : it hide .* 


I 

i 
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How do 1 gci my hom? 

* Click lire hand cursor on the hom iiunjijing in your cave. 

How du I use my horn? 

* Select the inwtlOf) idea front (he Icon Bar The inventory window will open. Click 
on (lie arrow m the Inventory menu, click the arrow on the hom, the hom -cursor 
will appear, click the hom ttirw.nr on die OX button, ihe hom b now your selftied 
imeniorv item. Click (tie horn cursor on ‘Robin. 

How do l change clothes? 

* U you haw i disguise, it's in a pile on top of one of the skins in your cue. Click on 
il with the eye cursor if yon mod to identify it. flick die hand cursor on die pile of 
clothes to change Into Etui diSgttbt, Your outlaw garb wdl chut become a pile of 
dothing. Click die band cursor rfl your outlaw doilies to charge hack attain 

WhaE happens to Uit tilings I was carrytug when I change into another disguise? 

* i Certain mrenioiy items remain either vfih your outlaw clothes orwiih specific 

disguises, You can cam airnmd money at any ttnse. hut it wouldn't make sense for 
a Monk to carry a hom around, or for a Beggar to have a bow. Issume that J*wm H 
been dever enough to know what is safe or wise to cutty and hav e hit die rest 
behind, You'll get ilu'i ii back w hen yon change clothes again, 


IN SHERWOOD FOREST 

1 need help! How do L pet my men lo appear? 

* Blow your hom It's hanging inside lour care 1 , if you don’t have il, To get the hum 
in the caw, dick the hand cursor on the hom. Tin- horn goes into yotlf iifttMHy- 

* i'ii hhiw the hom r open Bjerbrnninn soiled (hr hom as uuir nuentewy item, then 
dick the hom curM.nr or Robin. 
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i keep inndering around StKfwood forest, but nBoiliinj' happens. What ;un I 
supposed to do? 


The forest is really tH^ililmnj;. How can l figure out where f tun? I keep 
getting lost! 
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Rut hnw do L tell what kind of tree is what? 



Why does a dose-up of u Immdi appear nhen I 
click (hi eje cursor on some (rees and not on 
otbcrrt 


' 1 Jr,fjm ' tMV - 

spt+'i 




LjKiyVl 


■k ■ L 
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I fctcp wandering around Sherwood forest, but nothing happens. Uthut mi I 
supposed to do!? 

1 

jwiin* continues until you've- dofle everythingyou have to Jo-mi Ural day So if the 
day hasn't ended, ibm's still Hisne-thlng you hate to sir or do, «v keep looking. 

* There arr key plates lo visa lIihl will cause certain even is Id be triggered, The most 
important is the WailLiiit Street Overlook, Vow reach ihis by fearing your oudtnt 
tamp to Lite west ([he left rick j of die screen! and continuing in mini due west 
through die fares! wild you reach (lie hill which overtuoks die Mreei 

* Imu inly net Itotfiv el through the fores-t this way once to gel u i the OYtrlook, 

After you've Iveen there one time, you will hr ahfr in find an ionn for the Overlook 
on die mam map of ^cHSin^diiimshirt and eari just click on it to go there. 

■ 

sore ih ai then 1 b or te not a tardier reaching this part of the road Sometimes, 
you'll receive a him or clue about this aheadi of unit from one of your men, so pay 
lUieniion to everything Utcy u*il you. 

* 

map ts well. 

s= 

nigger an event, Take advantage of this to become himiliar with die locations of (be 
grwes of CJruitl trees This becomes important later. There’s also a map of 
Sherwood fun-si provided a! the end or thLs bint jwok. 

Hie forest is really bewildering. Mow can f figure out where E ;uirf I keep 
gelling losl! 

* In the back of this him hook is a bdp&il nop "i Sherwood foresl 
major locations, as well as where the groves of Druid ini's are 1 located. 

. I 1 hen youTe actually in the forest, ii should be obvious to y m whe n ymi >. v r«.-,i. i 
a pjwe because there will he many uf die same spernl Hits located then', usually 
du.stm.il areurnd the tenter. 
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* 

appear in ihe edge [if dir .scene. This hints in you (ha a grove of Lliat kind of tree is 
dose by in that direction. 

Rul how do [ tell what kind of tree is wharf 

• Uick is: i* eye cursor on a tree It .1 peiie-nd text message of some sort appear-, (face 
St s nof a Druid tree wul is of no special nupunanee. 

# 11 .< 1 . kise- up illustralkm of leaves and 
herriei, or leaves and Bowers, or yurt leaves 
appears, this identifies it as a Dmid tree. To 
idemtHy the type of Druid tree, consult your 
game rlncitnienlation and find an illustration 
lo malth Bse iree on the screen Toil'll also 
find the tree's stint Druid name ihere. 

Why dots a dostup of a branch appear w hen I 
dick (he eye cursor on some (rets and oot on 
nthers? 

, ' i ■. 

when you dic k mi one of die Druid trees or 
plants. 

nr Till purpose .if Hr . Id ,ip is l<i allow . mi pi 
identify which Druid tree you re looking at by 
comparing it lo the matching illiNradons in 
your i^ik documentation, Vou'll also find 
the tree’s secret Uniid name there, 

M hy can't I use the main map of Nnltinghsunshine to shortcut to the groves? 

* Becau se . 

• J :oi i n.' 1 m. ymi ve got nr sjxnd some lime in your forest. 

besides, it vi tmiil have driven the programmers cra/y and Bley I rarely survived ibis 
game with their minds intact as it is. 
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How do l find the shooting glade? 


* 



I'm hi the shoaling glade. How do I shoOl? 



1 wanl to practice my shooting. but I can't get the bow cursor to change to the 
Point of View scene. 


# 


# 



Do I have to practice my shooting? Does it give me a skill rating or points or 
anything? 


* 



It s Day Tw o of the game and I've w andered and w andered and. been tit the 
Overlook and 1 don't know what else (o do. Nothing hobs to be happening. 




Help! How do I escape from die Sheriffs men in the forest? 



What’s with these weird little creature* that keep running around in the forest? 
How can I catch one? 

















































How do I find the shooting glade? 

* Head north or north exit out of your camp (toward the top or lup right of you r 
screen ). Tex l'E one forest scene to (he north and youll come to ii. 

I'm in the ili<Kilin|; glade. Hi>k dn I shoot? 

* For more iftyniciiwis on POV archery see your game docurmn uim n 

* Select (he how Icon and dick the bow cursor onto a tree or target. Vrm' 11 change to 
a POV {Point of View) of your hiuiii on your bow with an arrow nocked and ready to 
fine. \ se live Ikiw cursor lo more the lip of (he arrow around! unul it's autic-tl when? 
vim want. Don't nom that the bow cursor disappears as die arrow falls ow die 
labels. We do that so you cart see more dearly without (he cursor getung in the 
way. 

I wabI to practice my shooting, but I can't gel the how cursor to change to the 

Point of View scene. 

* Go up to (lie menu bar and select Lite 11 mi|tun-r won <:hetk your arcade setting. If 
you have it set all the way x the bottom, you're in Vi F\ mode and vou Inpass all 
arcade sequences, Including POV archery. 

* Snri|.iK riKivr ilu- .dider Up slightly into another setting, return 10 PLAY, and oow ynu 
should be able to do POV archer 


Do I have (o practice my shooting? Dues it give me a skill rating or points or 
anything? 

* No. it's fUM hen- lor practice so that later, when it really counts, ytm"vc bad a 
eh xire to get a fed fur shooting your bow . 

It's Day Two of the punt and I’ve wandered mil wandered and heen tn die 
Overlook and 1 don’t know wlmi else to do. Nothing seems to be happening. 


itself, .\ certain, special went will happen when you've walked through a certain 
number rtf the hires* scenes. Perhaps by some fluke, you're missing the specific 
areas lhat yon must walk through. Keep at it. 

He I pi flow do I escape from the Sheriffs men in the forest? 

t ■ vch one of the graves of llraid lews, Identify which type of tret it is and 

use die 11 and Code to spell out the tree's Dntid name. If you look ai the map of 
Shetwrmii, you'll see there are fourteen groves sctitntd throughout the forest. 

* Don't forget that the hlac kbi-mcs are also a Druid plant and there are many parts of 
(he forest with blackberry hushes. 

* You can't use the map here because the map Mil I implies that y ou're rnovi rig 
through the forest and the forest is filled with Sheriffs men. 

What's with these weird link- troulures that keep running around in lltc forest? 

How can I catch one? 

* [hose are forest imps <>r sprites. Click the eye cursor uu one as it runs pas* arid 
you 13 gel some tnfomsation.. 

< ; ou ciL-L-d a Golden .Net (u catch an Imp Voul receive ,i tJol Jen Vet when you*%e 
earned il, so just keep doing rti)Me deeds 

To ivilth the imp after you have die Holden Set. select the net from inventory Sesct. 
cticl l—ii" : in ifn- running inip—hut iiust o r.:/cif llsc imp s«» liiat ih ui and imp 
will intersect by die time the net gets to where the imp is go fog 

* Vi hi cuji 111 jfo- (h is easier or harder by selecting the computer icon from the Icon 
ttw and adjusting the arcade selling up nr down, (See Lnsimclions in your game 
dooimeiiuuoji for more details on arcade settings.,) 

* Oh, and be v i-n,. very careful about shooting an imp with you r lunv, Remember, 
yrm'vc Ixcn warned! 


* Going tn Liu- (herlrtolt on this day won't help. 



* On this day. you need la spend a fair amount of ifom waking through the forest 
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t ftol The imp's bop[ Hbat do i du 



WATII N G STRERT 
AND THE OVERLOOK 


Hob do I find the (hcrlook? 




I went down to the street from (he Overlook, h U [ t guess I wesat fas I enough. 
Did I niLss ay chance to catch the traveller l suv. ? 




I really blew it on my (irs-t encounter with this traveller Do l only get one 
chance? 



I hurra'd through the forest as fast as 1 could, and 1 still can t seem to catch up 
tu the Iran oiler [ saw from the Overlook. 



T 




































I got the imp's tongt What d« I do now?E 

* You jusi had to fp and shoot an imp, ditbi t you? Th^iugbl ihe hag w» hill d gold, 
I’ll bet Suddenly, yuf re a shrinking link! Ndt in worry. ftalk Jnlu thr ntw part 
of (lit forest and try mol to gel loo trig for vuur hrildw>.. 


WATUNG ST REFT 
AND THE OVERLOOK 

How do I find the Overlook? 

* low your outlaw camp to the Wes trio- U'fi side of the screen). Comm or m travel 
due west through [he forest uadi yon come to it, 

* Idler urn tv heeu here oooe by travelling through the forest, yau r lf he ahli r.. 
shortcut hen? from Uit 1 main map of NmiingJumsUire 

Tin on die Overlook amd I sec someone on the street, hut what do I do now? 

* Y on can ignore the whole slt»lifcnl., .which is not a very good idea. 

« '\ itii i .m w.ilk forward down the hill, which will lining you down onto (he street to 

iiK'ofuitvr the traveller or travdlers wu'vi! iust seen. 

* YOU can leave the srm to the left to also go down in ih<- strecl 

* Von can dick the walk cursor on the street to take you then 

* You nm click the hand cursor on iIk* trfvdkr(s) and that will takr: um down to 
confront him or her or them. 

I went down n the street from the Overlook, hut I guess [ wasn't fast enough, 

Hid I ml» my chance ro catch the traveller 1 saw? 

* \i>i ntr cssarily. 4s long as y nu havni't gone back into the forest i i.m I[ atid are Mill 
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■no ilir- stred, you have a dunce tn catch up Lo tlie traveller. bin yott HUM act 
cpikrkh- 

* Si |n;t the mapfeffll from iIil- Icon li.ir Tlie main map of ScMingframshire will 
appear Now click tfte walk i ursor on a lower nr upper part of Walling Street an 
(he map (depending c?n which direction the traveller was heading). 

* 

St reel and wtU encounter (he iravcUcr again Remember that the traveller keeps 
walking steadily from iln j point where you saw him tor her! on the Overlook, so 
vou waul to select a section of sired that puts yott ahead of him. 

[ really blew it on mi first encounter with this traveller. Do l nnly get one 
chance? 

* Et depends nn how far the traveller has gone dewn or up ^ .Lihi tg Street If ) oti 
haven't read the hint before this one, read it m see how you can shortcut to other 
pans of Walling Street and try tlie encounter again, 

* 

pobiL Ychu YftE saving games. right? 

I hurried through the forest as fast as 1 could, and 1 still can t seem to catch up 
to the traveller [ saw from the Overlook. 

* 

Street itself, you have tost that traveller. You can't shortcut hy walking through (he 
forest iLSelf. 

* 

a) going directly down from the OwiiCridc If 1 die street hy cLicki.ni; the 
walk oirsor on the street or hand cursor mi the traveller 
b.i going to the mom map and dteking un it lower or upper part uf 
W alling Street (depending, ma die direction in which the person was 
trstvdlkig) 

* Do not dick on another local urn in the forest or you will again lose your chum to 
encounter that traveller You must dick only' on ft ailing Street. 
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I’ve missed the iravelter altogether. Now what? 



D A Y 1: EXPLORING 


I ve Rone to the Overlook. talked lo little Jtilin, hilt after he goes away, nothing 
happens. 



I see the SherilFs hi and ihe peasant woman from the iherlooh V hat tin | 
do? 



How do I save the peasant woman? 




I found U ilt Scarlet and young .Simon in the .Shooting Glade. Wlial should I do? 


I've met the Widow and her three sons. Is ihere anything else I can do for them? 


IS** - \d,. m' 



I'm certain I’ve done every thing there is lo dn on I hay One. Why won't the day 
end? 



DAY 2 : SLIPPER 




Vi ait a minute, nothing seems to be happening today, How do I get going? 

* 

How do 1 save Marian from the Monk? 












































I've missed the traveller altogether. \ow what? 

* til ts n <{ lost. 

* ¥«i can always reti i m i m y ou r outlaw camp to we what might await yiuj then;. 
However, If you're pfctytog For maximum point*. ]ftwTI need lo restore to an earlier 
saved (tame and encounter the iravdter this time. 


DAY 1 : EXPLORING 

I've gone to the Overlook, Hiked to little John, hot afier lit- goes away. nothing 
happens. 

* Don't be impatient Remain on the Oierirxtk ami something will happen 

I see the sheriff* man and Ihe peasant woman fr.the Overlook. VlhaHlu I 

do? 

* Confroitl the Sheriffs nun lw clicking ilif hand cursoron him or the walk cursor 
an the Onset 


lion do E save the peasant woman? 

* fJi rk the bow cursor on the Sheriffs man. 

He hi Lletl the w oman! What do I do now? 


* You nmi in ..I. . of two things: 

a} frmtfdfte the game '.uihnut savtng 
the woman, or 

h) Restore k> an earlier saved game 
and do it right. 

t Seed we Cell you whieli one we recommend?) 


( 



I found V ilt Scarlet and young Simon in the Shooting Glade. What should I do? 

* [f you like, show Lhem your excellent marksmanship by shooting the targets on the 
trees. You can taJJk lo u ill and young Simon. You can also offer Simon some 
money; 

l\ie mel the W idow and her three sons. Is there anything else I can do for them? 

* All you need to do is talk to the Widow and her three sons. However, he sure to visit 
her on other days. 


I'm certain l‘w done everything there is lo dn on Day tine. W hy won"! the day 
end? 

* The things to do on Day One are is follows 

ai When you awake in your cave, get your money and horn. 

b) Go to the ^ ailing Overlook and wail For the peasant woman and 
Sheriff’s man lo appear on Wailing .Street. 

c) Speak to Will Scarlet and young Simon in die Shooting Glade . 

d) Visit the Widow and her three sons at her cottage. 

Vow select the main map of 'sotlmghamshire from ihe Icon Bar, or walk 
out of ihe location you were in. and this will end Day One. 


PAY 2 : SLIPPER 

Wait it minute. nothing seems to be happening today. How do [ get going? 

* You need lo c\j»ln re Sherwood forest, tisenluiily you'll find Marian being .mucked 
hy a Fens Monk. 

How do [ save Markin from the Monk? 

* ■■II. il‘>n ' just stand 1 u-n Hitm • ' 

* Seta* your bow from the Icon Bur and click ii on lIic fens Monk 
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What did she loss, at me? 


He's kilk'd Marian! What du I <U» now? 


end? 


everything there it (o do on Day Two. Wiry won't the day 



DAY 3: BEGGAR 



1 see the beggar from ihc Overlook, Wlmi do I do? 



What do I want front a filthy beggar? 


Mho is tills Lobh character? And w here do I 
hint In Nottingham? 


Okay. I've found l.ohh. huT every lime I lalk m him he turns a deaf ear. How can 
D get him In cooperate? 







































What did she toss at me? 


* I se the eye cursor to look at ii more ■ loseh 

* Tins Is the slipper ym\t- been lookteg fcr today. After she Icaws* dick the land 
cursor cm ii io pids ii up. 

He's kilted Marian! What dn I do now ? 

* You can coftiirae tin- put as is, IT you’TC a glutton for punishment, Better pick up 
the slipper that fill from tier Fool, though, 

* *• ’TYed same and gel it right ihMlmc 

I'm certain I'Ve done everything there is (o do on Day Two. WTiy won't the day 
end? 

* are. . 

j t You need to explore Ihe forest, HwcnBmdh soy'll Bod Mattel being 
.mt.u; ki.’d b\ a Tens Monk. 

bl Rescue her by shooting ihe Tens Monk with your bow. 
r) tte sure to pick op her Hllppc-r In gh’e to iobb tm another dav 
FmJh, select llwr nNLin map of Vomogh^iishire' from ihe Icon ftar, or Walk lo 
another location, and this will end Dai Two. 


DAY 3 ; BEGGAR 

1 see the beggar from ihe Overlook. Whai do I do? 

* 

• dick the haiul cursor on i!h* beggar or ihe w-dk cursor on die street bo eunf n u»t 
h im nn the street 
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What do I waul from a filthy beggar? 


p Think about Jl. I low can lie help you get into 

Notrtnghsm? 

* You're a wdl-know n outlaw and need a 
disguise. 

* Offer the Beggar some money—a ha'penny 
would he more than generous, l ie'll gladly 
give you lits okl rags h ir a disguise. 

Who Is this Lohh character':' And where do I find 
him in Nottingham? 

■ l.obh is the t'obhler and you can find him in 
the Cobbler's street in SoLlingham. 



* Select llie main map of Noth nghamshi re from the Icon Bar. From the main map of 
Nottinghamshire, chouse the Town of Nottingham, From the Town of Sonin gbam 
map, choose Cobbler. Now enter the shop on the right-hand side of the screen. 


Okay. I've Found Uibb. hut every lime I talk to him he turns a deaf ear. How can 
L pet him In cooperate? 


* Perhaps you need to pju- lum something. 


* Ri iiu h i Marian's -Uppe fi D i> Tv.i 

* hit Via in 'ei l).i 

Pay very careful attention to all the information ho leits you, 


Every time J visit Lobb t he kill# me! Why is lie so vicious? 

* Did you see someone very dear to Lobb get kilted on U.iy I w ■ jf 

* Restore to tt curlier game oft Day Two Afld this tee rescue Marian. 
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I'm certain IVc dote everyth lag there is lu do on Day Three. Why oon'i the da} 
end? 



DAY 4 : SILVER COMB 




I low do I save the poacher? 

* 


] see the Sheriffs man from [he Overlook. 


U hat du I do? 



He’s killed the poach it! Vt hat do I do now? 



l ie met Harinn in the Willow Grove, but she t*suits something. Whal is it? 

* 
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I’m certain I've done ever}thing there is to do on Dsn Four. Why won t the da) 
end? 



DAY S 

No one is on falling Street. Hon do I gel started today? 



I see an Abbey Monk {brown robe) and a Fens Honk (black robe) at die same 
lime from the Overtook.. Whal do I do? 



35 































I'm certain I tie done everything there is to do on Day Tlirt^e. to hi won'i the day 
end? 

* I i:■.!-! • ret in fu • • 

*) Dhsem ihc beggar from the Willing Ssreei Overlook and encounter 
him on WMtkiiigSim.i. 

b) Give Waters slipper Jo Lohb aithe tlobblers Sincei In Nouin^ham 
KtnatK, ranm to At main map at %i citi^haircJilrv and iht» wilt end Uw Three, 


DAY 4 : SILVER COMB 

1 set the Sheriffs man from the Overlook- What do I do? 

* , 1 
v do' i limn uj con From him 

How do I save [he poacher? 

* 

He’s killed the puckert What dn I d<i now? 

+ 

j.i Continue the name without saving ihe poacher, nr 
b.l Restore to m earlier saved jpeme and do li right 

I've met Marian in the Willow Grove- but she wauls something, What is it? 

* \ 

Ghe Martin die silver Comb you gut from bibb, Now shell Irust wo, Pay careful 
mention to wli.ii she n-l Is you You can also gfre her [he heart-shaped half emerald. 


Fm certain I've done everything there is lt> do on Day Four- Why a on't the day 
end? 

* ' l Mil" •■■' I' : Four: I .IA loll ' 

a) Fiicnunler the poacher on Wailing Sired, 

b] Med Marian in, ihc Willem' Grw. gbc her the silver comb Lnbb put' 
you arvi l ihe heart-shaped half emerald 

Finally, sdeti the main map of SollingliamshriT from the Icon Bar. nr 
walk out of the to iltow Grow, and this will end I>jy Four. 


day s 

%o one is on Waiting Street. Hon dn I gel started today? 

* sd Hit you :' ti1to ailing Street, ynti need to vi.ril the Widows cottage to fmd out the 
neftA about her sons. TSitffl go lo the fading Stmt Overtook 

I see an Abbey Monk {brown robe) and a Fens Monk (black robe) at the s;ime 
lime from the Overlook, Whal do 1 do? 

* 

* ILEI l k the hand cmwr on one of [he Monks, so confront Inm on the street 

* 

a) I Ell, I Fob. and iJjckni are In |ail in SoUin^tnii. i he Ahlsev of St 
Mir, s to which die Abbey Monk belongs Is in \oJimghaui. 
hi Marian needs the Hand Scroll, nInch ihe Fens Monks hive In their 
Monastery m the Fens soulh of Nutlingham. 

Them decide width one lo tackle first, 

* Tin- i.i.’iv 

paths. □irMisiEijf she Fens Monk hete doesn't neCL-ssjnly anuii drat die Widow's 
Sons are doomed. 
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I really goofed and missed both Monks. Vnw nIlu? 


DAY 5 OR 6 : 
ENCOUNTERING 
THE FENS MONK 
(BLACK ROBE) 

No one is on UatlmgStrceL How do I gel 
suited Eodnv? 



: m: 


* -?f k 


MS i 


I’ve cncoutilered n fen* Monk on Hiilling Strut and don'l know what lo do. 


* 
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How do I cross the Hens iojjd lo the Fens Monk Monastery { 



I’m at ike main entrance of Lhe Fens Monk 
tokens am 1 supposed lo give the £unrd? 


* 




Monaster) and cnn’l j»el in. U hit 


RIDDLES OF THE 
G E M S T O N E S 


I can 1 1 figure out die answers lo Ike Gemstone Riddles. What aft they? 


1) I will seek out The do iL where lie Lies and 3 will cross many seas lo do so. Then I 
shill blast him with fin from heaven. 

uhyl tnhall I lake wiih me? 



2) \ lusr a fev er which has driven, me to madness. My leeih loosen ;md I tasic 
blood in my mouth. 

VThjt would yon £toe me? 







































■ really goofed mid misled both Monks. \nw what? 

* bo Nick K'i i hi -1 h i'riook and wail. You'It get iuhhIht l hart lt . This gjjin - in 
plirytT-hicndh. Ik Mire lo rail the tip*, earlier in (Ids him hook. about intercepting 
travellers on U atliti® Street. 

* ind if ytrtJ Mill goof and mbs your second chance ai a Monk, go back m ynurouJaw 
camp Yi w ma|i need lo do ihi* more than once, hut one way or the i m3ut, yon II c.U 
vital you need. Jusl hear in mind LhjL some choices wilt earn you a lot less points 
(turn cabers, 


DAY 5 OK 6 : 


ENCOUNTERING 
THE FENS MONK 
(BLACK ROBE) 

Mo 0190 is on IS Utling Street. How (In I gel 
started today? 

* !: 1 UI --1 : i V. 

then go u> \Ik (hcrlwk, 

* I' i' • H ■ - i ■■ mi:s • ■ ■ 

Overtook .uid walch fora Fens Monk coming 
down Wail ing Street. 3 let'll be wi a ring lilack, 

(lick die hand cursor on Inm ui encounter hrm 
on Hailing Street. 



I’ve encountered a Fens Monk on Waiting Street and don't know what lo do. 


* L sc- Ih in Monk's retH' its a disguise for the day’s events. To get the Fens Monk's 
robe, click liter bow cursor on him, aiccepl 3iis challenge, (hen defeat him with Little 
John's stall. To by-pass the quancrseiFTcombat, set your arcade 1 level to "WIN" 
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How do l cross (he Pen* to get to the Fens Monk Mima-flery? 

* When yon deltaiietl die Ferns Monk on H ; ailing Street and took his robe fi :-r .i 
disguise, You got some new hems in your inventory 

« You’ll nonce lie w as earning an msttumcin matlr 1 11 nn a marsh retd hh iw il iis 
whistle so the edge of die Fens and another Fens Monk will pick you up in a btcu to 
Like you 10 die Monastery. 

I’m at ihc main entrance of the Fens Monk Monastery and can’t gel in. What 
tokens iim I supposed to give the guard? 

* You need to give the guard two herns from your inventory', 

* First, give him (he whistle made From a marsh reed. Then ghe him the bag oF 
gemstones. 


RIDDLES OF THE 
G EJWSTO N E S 

I can't figure nut the answers to die GfimsloM Riddles, what are they? 

1) t will seek out ifte devil where he Lies and 3 will cross many seas lo do so. Then I 
shall blast him wiih fire from heaven. 

what shall I take with me? 

* ilm ■:■:> |ei ipiMmart? 

let. agate, quartz 

2) I lime a fever which has drireti nte (0 madness. Vty teeth loosen and I taste 
blood in my mouth. 

Hhat would you give me? 


* Solution amber cimelian 

































3) [ must go iiLHi bailie when* I may ^etl be wounded. Then I will know great thirst 
and my eyes Nil] bum. 

What should f lake with me? 



*) I have three fears; I fear travelling by ship; I fear my wife Ni l] he unfaithful; I fear 
liit lies of men. 


What should I take with me? 



5) Sadness weighs upon my soul. My heart aches to be filled, mould that I could 
steal into my Itwe’s chamber unseen. 

What w ould you give met 



6} I w ould comfort a friend who (fears that death will come upon him wiihoiiL 
warning, But if d«Mh should come, let my gifts guide him beyond demon's reach 
and to new life. 


Whai should I £rve him? 



~) A piece of sky fell to my feet and I picked It up, Where il touched me. it nosed 
hoik J fear II poisons me, 

What would you give me? 



8) In summer, my ice [hies tint melt. The red eye becomes dear. Demon runs 
when ] raise my hand 

vc hat do [ haw? 


* 

3S 



y) [ must ride upon a fiery horse. through alleys filled with adders amt seek Hie 
fate dul awai te me. 

What should I Like with me? 



10) The drought lengthens, the com withers in my Odd. and a witch curses me wuh 
a glance. 

U'hai would y ou give me? 



I t) l lie dying, cut deeply by Ihe sword, my flesh hums, spirits of Hades hover in 
ukc my sou] 

W hat would you give me? 



] 2) III liuild a ship in cam me skyward. If il falls, t II not he harmed. Bui ] will 
never tell how it is done. 

What dn I hawe? 



* 13) I am old und my hearing fails me, ] am rill and wonder when death will CWHC 
for me. my mouth is dry. 

Whal would you give me? 



14) Mas, sadness chathc-s me like a leaden cloak. A wicked woman lies to me. hut I 
(car dinger will cocue upon me hy surprise. 

V. hai would you give me? 




















































3) I must go inn i hcmk- where I may v, _ ell he wounded. Then [ will know greal thirst 
and my eyes wtU bum. 

Wliai should t take with me? 

* 

camdian, quaftz, tapis 

+> I have three fears; I fear travelling by ship; J fear my wife will he unfaithful; ( fear 
the lies at men, 

Wheu should I take with me? 

T* !«II . I. 

3) Sadness weighs upon my soul. My heart aches to he filled Would that E could 
steal into my love's chamber unseen. 

Vlliat would you give me? 

* 'lu . cr in ■ ju. 

h) ] would comfort a friend who fears that death will come upon hi m Without 
waffling- Bui if death should come, let my gifts guide ham beyond demon’s reach 
irnd lo new life. 

l* hat should I gjmt him? 

* '■■imu i i ams . n 

~) A piece of sky fell to my feci and E picked it up, Where Ll touched me, it raised 
boils, I fear il poisons me. 

U'huL wmdd you give me? 

*• i fid • flipi- rnlHT 

Lrpis, sappEiire, pert 

K) In summer, my ice does mu melt, The red eye becomes dear. Demon runs 
when 1 raise my hand. 

vt hj[ do [ have? 

* ■■ iltiiio s siti-Ln,' sapphire ih 

(Iti.in/, lapis. (rt 


*)) 1 must ride upon a fiery horse. ihrough silky’s filled with aekkTs and seek file 
fate (hut awaits me. 

W hat should E lake with me? 

* Siilutjcm tut - i-| -.ipi' -i 

IQ) The droughi lengthens, the com withers in my field, mid a witch curses me with 
a glance 

W. : hai would you give me? 

* 

11) l lie dying, cut deeply by die sword, my flesh hums, spirits of Nudes hover in 
take my soul. 

What would you give me? 

* -■ camel . '• .ill ': ■' 

12) III build a sltip to wny me skyward If ll hills. I’ll not be harmed Bui 1 will 
nwr fdl how it is done, 

What do 1 have? 

* m uiyn u| •• h' sap ib n 

* 13) I am old md my bearing fails me, 1 am ill and wonder when doth will come 
for me. my mouth is dry, 

VtTiat would you give me? 

* Mihnu ;.m;l'i-1 ujul i.|UjrK 

H) Alas, sadness doilies mo like a leaden cloak. A wicked w oman lies to me. but l 
feur danger wilt come upon me hy surprise. 

VSTiat would you give rue? 

* Sii IH..11 ag.llC .UUk'f. IllWjll 
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tS J My trees are heavy wiih fruit, ray heart db. fuJl of ail desires, and my wife j^res 
hi nh to a holy child. 

ttlui do | haw? 



16) Demons dance to my tall. 3 am a thief none can catch. No sharp blade worries 
me. 

What do I have? 



Oksiy, |’m inside the Feis Monk Monastery. is hat new? 



[ r ve found Fulk in the torture chamber. The Prior tells me In torture him. What 
should I do? 



Fulk has asked me lo find (he scroll (he Prior look from him. Where Is it? 





W iEI I find Markin'* scroll somewhere in the Monastery? 


* 





ilierv are a tot of scrolls i n here. Do any of them coniai n slu IT I shou Id know 
about? 



I want to help Fulk escape, hut cant figure on I how to get him nut of ihc 
Monastery. 



J rti lining lo help Folk escape, but we're in a heal stuck behind an iron grate. 
How do w t get out of here? 
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IS) My trees an? heavy with fruit, my heart is full of all desires, and my wile gives 
hi nh to a holy child. 

What eh I have!' 

* SnlutJi ai^iif eamehan. *\Kini 

](j'S Demans dance t» my call. 1 am a thief none can catch. No slurp blade worries 
me. 

What do I haw? 

4 Solution et, opaj. Ljnicliaj] 

Okay. I'm inside the Fens Monk MonaMery, W hat now? 

p I !..■•: \ i mj L-\|iE<ir ,i.| i||. rooms 

* You need tu du three [hsstjp. hrft. visit tin* Prior in Lbu Rt-focmry-, Then visit hi I h 
and release him from the Torture Room Find the Prior again in the Scribes’ Room, 
and get FuJks scroll. Also while you're still in the Scribe* 1 tom. find and lake 
Marian's scroll 

I>e found I’ulk In the torture chamber. The? Prior tells me to torture him. W hat 
should I do? 

$ Rdeu e Fulk. Click the hand cursor on die rojk-s liexE lu the right-hand side of the 
chamber. 


Fulk has asked me la find the scroll ihc Prior look from him. Where is it? 

t Hi e Prior hasn't hidden 1 1 
enough. 

* Afler yon v nh md Fulk. you'll find the Prior reading It in (he Scribes' tom. 

The Prior has hulk's Scroll. Sow Ituw do I gel it from him? 

* |)n| '.i •!! l itill the I’ri a • ynli i-l of wim on the d 
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• 1 ilk up behind his wine goblet and click the hard cursor on it. Of course, wine 
will spall everywhere, and wIh.ti the Prior leaves (he rootn in disgust, take the* scroll 
from his desk. 

Will | find -YUtrian's scroll somewhere in the Monastery? 

• Yes. 

• 

* • U enter the S< n h-s ftwm, wnlk in ihr scroll rack then dkfc ihe iy v uirsor 
on die scroll rack. This wiLI bring up a dwcupekw of the scroll rack Now ..lick 
the hand cursor oft e*dl of the scrolls uniel yaw find Martin's. 

There are* a lot of scrolls i n here. Do any of them contai n stuff I sho o Id know 

about? 

* Thy!'* a goo \ L*>ti.iii'iiot ad tin i ■ " i con . m feu 
another part of dte game. 

I want la help Fulk escape, but can't figure out how tn get him nut nf the 

Mom* ten. 

* You need to give Fulk lies own sc roll and he'll show yon a w.iy out 

J'rti trying to help Folk escape, but we're in it boat stuck behind itn iron grate. 

Has do we get out of here? 

* ITMI'I til ■■ rill - I’!. MII 

* One scroll 'stents m sjjesth of the history of this sen faftressT and ghre a hint about 
the gargoyles surrounding die iron grate 

* First , you need in dick the hand cursor tm “Ihc Gargoyle with the thoughtful fan*,” 
ilren on "the Gargoyle with a lean and hungry look.' then Finally on "the foolish 
looking Gargoyle." Vow the iron grate will open up and you and Kulk can escape. 
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I'm certain l ie done everything there as to do on this Day, Why won't the day 
end? 



n A V S 5 OR 6 : 
ENCOUNTERING THE 
ABBEY MONK 
(BROWN ROBE) 



I'm unsure how lo gel started today H Where 
should ] begin? 


I’ve encountered the Abbey Monk on Watling 
Si reel, hut what am I supposed to do? 





I'm in 5L Clary’s Ahbey in Nottingham. What do I do run*? 




(‘ft* at the pub but the Innkeeper won l give me ale for die Abbot. How come? 


Is there anything else So do in the puh today? 


m 


I've relumed to the Ahlnii with his ale, If I accept his challenge to drink, he gets 
me drunk. If I decline his challenge, he throws me out. What gives? 






















































I'm tertnin I've done everything there is to do on this Day, Why won't the day 
end? 

* . :• i! ■■ ! 1 

x i Encounte r the Fens Vbink on Walling Street Lind get hts robe tor .t 

disguise, 

hi Gfl Marian's Il^tiid Scroll am! Fulk’s. Scroll Iron die Scribes' Room 
of ifrr Kens Monastciv, 

e I Rescue Folk from the Fens Munastm and neertve ihc King That 
Commands W aier, 


l m in St. Mary's Abbey in Niiltinghoin. W hat do I do now? 

■ 

• You need to do at kaS three things. Hist, go to (he laundry roam and get three 
robes. Second, nueel ihv Vbbot in ihe refectory md take h is ale cask to the puh tor 
a refill. Finally, get the AWmt drunk and then lake the puEde bos from hfe 
bedroom You'll lutu- in wait tor a safer place to trpcrt ihe puade bos. 

t‘m at the pub btil the Innkeeper won't give me ale for the Abbot. How come? 


DAYS 5 OR 6; 
ENCOUNTERING THE 
ABBEY MONK 
(BROWN ROBE) 


I'm unsure how to get started ludajH Where 
should 1 begin? 

* 

then go to the Overlook. 

* 

Overlook and watch for -,m Abbey Monk to 
come dowit Wading Street l fe d he a caring 
brown, {.'lick the hand cursor mt him to 
enconnler him on Walling Street. 

I’ve encountered ihe Abbey Monk on Watling 
Street, hut what ant I supposed to do? 

* 

day's events, just dick the liUfid cursor cut 
him. Hell heso .liraid of yuu Hut he'll give 
up his clmfie*. 



* 

vlihey .ignore die Abbot, and, by all means, return wiih ihe empty cask this lime. 

Ciiu- the empty' cask lo the Innkeeper, and he'll he much more ccwipendni' 

Is there any thing else lu do in the puh today? 

* Sure Ihd ynni talk lo the man sitting at die cdiEr hi ihe righl-hand corner^ 

* Nine Men's Morris and wm die magical artuslLyst, For IfgE and strategies, see 

(be seetiotl entitled Nine Men's Morris in ihe hack of this book 

I've irelunied to the Ahhot with his ale, If I accept his challenge lo drink, he gets 
me drunk. If I dec line his challenge, he throws me out. Whnl gives? 

■ You need to accept his challenge and drink with him. bui without getting drunk. 

You need an bbjkd from another location in litlp you do this. 

* 

* 

been poured Simply select die miediyM from lm anon and click it on your mug. 

Now you'd drink him under ihe lable. 
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How do 1 pet into the Abbot's room ? His door 
is LihViHs locked. 


The Abbots juBKd-nul drunk! Whnl should I do? 



I can't figure out bow to rescue (he ft idow's hoys from Ik main entrance of 
Nottingham Gudt !* there Mulhtf way into this castle? 
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I'm trying to rescue the boys, but the Innkeeper won’t lei me into the aJe cellar 
in hack, ft tut slum Ed I do? 


I'm in (he tunnel looking at the guards who are watching the throe boys, hut the 
guards won t leave, fthat did I miss? 


Okay. The guard* have left tu get some money For ale. But I still can’t rescue the 
boys. I gel caught when they come hack. 





































How do [ get into the Abbot’s room? His dunr 
is always locked. 

* I Lr. c ii>u ■. is i ti.il the Abbot an due Kriecton' 


* FerltiLp^ i i-h can m ■ wy in itod Inn i 
and ihn.'n sneak into his mumt. 

* ! 

to pi io die Kefectory and accept his 
challenge to drink He will HLsin.ui one of 
the oilier monks in kw his door unlocked. 
|| you use ull nuupeal Jinelliy si wisely, you'll 
drink him under (he table and Ik able lh 
walk right into bis room yoursdl 




* El it ilit pub through die ale fffttr in the hack by clicking the band cursor on dir 
into door to ihf back room of the pub. ihen on the spigot of ibe second cask from 
diHefi uti die row- utf four casks, Take the left-hand Fork in the tunnel and you'll 
find iltL* secret diKw into die guard's room Click rhe ty t cursor on ihe hole in. the 
door, 

I'm trying to rescue Use boys* btu the Innkeeper won’t lei me into the ale cellar 
in back. l&hat should ] do? 

* What docs the Innkeeper complain aim mi whm you talk to him? 

* ■ ■ 

t in jo (he tunnel looking at the guards who are watching the three boys, hut the 
guards wool lease. What did I miss? 


The Abbot V passed-nut drunkl What should I do? 

* * 

person \ i mi cuttld use. 

* 

labile. Vow. go search (Ik Abhors mom for that pinole 1 bc»s he was working on 
earlier. Yuu'll find it under (be farriulu pillow mi his best. 


■ .11 nn tin ii you uist tk r fw '• rev first 

* Hue you ba n to the laundry room In the Abbey yet 7 Alsu. hau 1 you brought a lull 
cask of ale to the Abbot and drunk ale with him? 

* the kind irrt 

robes, Von return tu (be secui door and look through (be peephole You must 
also hitc acevptod die Abbot's challenge t» drink with him 


I can l figure out how to rescue the ^ idow s boys from the main entrance of Okay, The guards have left tu get some money for ale. But I still can't rescue the 

Notlinghun Castle, Is (bert another way into this castle? boys. j j, e( w (,en they come back. 


*■ 


* Look in yiHir Inventory, perhaps there's something you could fetie for the guards. 


■ II j. v ) 11 u «r i ried (o \rjr>v from die a Jr l'l-I lar i n the back of die pub? 


Think aboui what they need. 
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Okay, The guards left and I've opened the trapdoor. How do I get she Widow's 
boys out of the dungeon? 



I’ve rescued die boy* mid we re in the secret tunnel. Which way do we go? 
* 


I tried (oe\it through the pub. but the Sheri IT stopped me! Sow what do I do? 




I’ve tried everything possible to rescue the sons by subterfuge. Is there any 
other way? 



I’m certain I've done everything there is to do on this Day, Why won't the day 
end? 





THE ABBOT'S PUZZLE BOX 



I have the Abbot's woodt* puzzle box. but 
can’t figure out how to open it. 


I'm trying to open the Abbot's puzzle box in 
the Abbey and keep getting caught. What 
gives? 


I'm in our outlaw ramp and don't understand what to do with the Abbot's puzzle 
box. 
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Into the tunnel This lime When die guards Itawto h«> the alt, enter the room and 
dick the hind tun-or nu die tfiipdoor- 

Okay. The guard* left anti I've opened the infAwr. How do I gel ihe Widows 
boys oin of the dungeon? 

* Sekd the robe* from irtvtnriluiv and dftk then on the- opening of the trapdoor. The 
robes’ beta will make a sash ladder which the bore can climb u p. 

I’ve rt scual the bevy* and we're in the secret tunnel. Which w ay do we go? 

* !:i i. the hair of you are back fti iIil- tunnel exit through the pub. Tu rvtilrrt to the 
afe refer, gn la the fork h the tunnel* and walk off llie lower left-hand side of the 
screen. 

I tried to exit ill rough the puh. but the Sheriff stopped me! Now what do I do? 


THE ABBOT'S PUZZLE BOX 


Tm trying lo open the Abbot s puzzle box in 
the Abbey and keep getting caught. What 

gives? 

* 

GrsL 

when you’re back in your Outlaw camp. 

I have the Abbot's wooden puzzle bus. but 
ran l figure nut how to open it. 

* 

open it. Anywhere in the Jurost should he 
.safe. 



* 


^ U ifti hti ■' ;jped and asked to bits* the kneeling, dfunkt c lick the 

talk cursor on the Sheriff 

I’ve tried everything possible tu rescue the sflns by subterfuge. Is there any 
other way? 

4 ics, Return m camp and c.lII jwr men. Discuss some possible battle plan* with 
them anti select one id these as a Iasi resort 

I'm certain I've done everything there is to dorm this Day. Why won’t Che day 
end? 


* Looking at the scroll, write durum, the first letter of each name of a Druid tree listed 
there These Erst letters will give you the J .nim w ord you meed to open ihe puzzle 
b<3\. Seted the puzzle box from inventory with the hand cursor and punch in these 
klters. 

I m in our outlaw camp and don’t understand what to do with ihe Abbot’s puzzle 
box. 

* lo.i I M ifHJfl il 

* ■ • .; !‘i ■ • ! ■ ! i i: J I ■ 

your left mouse button or pross iNTEH) the bullous on Lhe lop of the box. Depress 
the letters iti order to *pdl out the code word that opens the box. 


4 

a) KocoonitT flic Abbey Monk on Wading Street and gel bis robe lor a disguise, 
b| RescueiheIffiitow’ss« mi\ i irletyour men fLSCiie them 
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DAY 7 : HAND CODE 

NOTE: [f you have not yel solved itoe Abbot * pu/jle box anil are hating 
problems, see (he previous section entitled The Abbots Pu/.v.le Rn^ . 

How do I get the Hand Code tu appear? 


Whal is the Hand Code? How does it work? 
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I've met Marian in the w iliuw Grove, Whal should l do? 





Marian’s shown me the Hand Code, but notfiing happens when I use it. 


Where do L Find the Green Man? 
* 



How do I Find the Oak Grove? 



Tm in disguise. Why wotfl the Hand Code work? 


I know rm supposed to summon the Green Man. But hnw? 





















































r>e met .Marian in the Willow Grove, Whal should [ do? 


* i n tin 

Jcttcr of ifit name of tad) Druid tree listed there. These first letters will give 
you the laiin won! you need to open the puzzle. Select the puzzle bov from 
utvetUoiy with the hand cursor and punch In diet* letters- >tir a complete 
inscription of Fulli's vases, set the section entitled Hulk's Versts in the touch of this 
book. 


DAY 7: HAND CODE 

NOTE: [f you have not yei solved the Abbot's pu yj.le box anil art having 

problems, see (he previous section entitled The Abbot’s Pu7^1t Bn* „ 

How do 1 get the Hand Code tu appear? 

• [c will appear only after Marian has shown you. the Hand Code. To make dds 
h a ppen, y ou must bring the Hand Scroll to her in the Grove tm this day 
Oldt theHand ScroD on Marian and pay careful attvnttet to her instructions. 

• Once you’ve learntd the i land Scroll ihi.s w.lv, u i make it appea r again. simply dick 
the hand cursor on RoNn. 

What is the Hand Code? How does it work? 

* Vnu have a drawing of du- 3 land Code wish all the letters in the front of you r g?ui ic 
documentation. 

* i adi section of die Angers, indudijig the lips of the fingers, represents one Idler. 
Move lilt’ Ap of the finger of the pointing hand to the pan of the finger, thumb or 
hand that represents ihe Lei ter you warn. Clicking lor pressing ENTER) will select 
ih.n Idler and vou'1! see it appear jHuw the Hand. Clicking on die center of the 
palm will end the muni mu re spelling and remove die Haul Code. If you make a 
mistake, you tan go upS» (he letter ymi've selected and by clicking die finger on the 
Letter you tan remove ii. 


• Perhaps there’s something In your ioventocy to jpvt her. 

• Did you find the I toad Scroll in the Kelts Monastery? 

+ i ou seed a; give Iter the Hand Scroll you gpt from the Tens Monastery, Abo, you 
may grre her the heart-shaped half emerald. 

Marian’s shown me the Hand Code, but nothing happens when 1 use it 

* First, wo must earn the blessing uf the Crew Man. You'D be able to do that only 
after you pass the Grttfl Man s riddks. 

Where do [ find the Green .Man? 

* i it i he must andcitt and sacred Oikk Grow. I You can access n I mm die main map 

of \otinghamshirt.) 

How do l (1 ml the Oak Grove? 

• there is more dun one o.Lk uruve, hut the sacral one can be easily reached In 
going to the main map of Nottinghamshire and ebeking on the only Icon tfiat is In 
the forest to the west side of Wading Street. 

Tm in disguise. Why won't the Hand Code work? 

t The Green Man w arned you dial the Druid trees would only respond to you as mi 
outlaw because that is ihe form you were in when he laid die spell upon you 

I know m supposed to summon the Green Man. But how? 

♦ Kind someone who speaks his language, 

* hlnri i-nitw ihe Golden Set the Widow gave you? 

* You can use this net to capture a Sprite, one of the wood, imps. T1 ie Sprite wflI 
introduce you to die Greqj Man, Now. you can talk to the Green .Man and he'll 
undeiNtond you. 
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hilt am I supposed to do »ilh the Golden ^cl the Widow gave mt? 



These wood imps are awfully last, Mow do you catch one? 


* 






.so 




GREEN MAN'S 
RIDDLES 

All right, the linen Msm's riddles have 
stumped me. Whal art the answers? 

I am the heart that does noi beat 
if cut, I bleed without hload. 

E kjji fty, bin haw iw wings, 

I can float, bin have no 0ns, 

I can sinj^, hell have no mouth. 



High In mi. my Couch is penile, 
purest white Is my Lace, 

SiJfcfd-, SilcJll Is my kingdom, 
green is the colon r of my death 




I am die ouLstretched fingers 
dial seize and bold the wind, 
wisdom (low's from me in other hands, 
upon me ire sweet dreams dreamt, 
my merest touch brinp laus^iu-r. 



Golden treasure I contain, 
guarded by hundreds and thousands, 
stored in a labyrinth where no msui walks, 
yet men come often lo seize my gold, 
by smoke I am overcome and robbed, 
then leftio huild mv tttasisrc anew. 















































These wood imps are awfully fast Eton do you «tldi one? 

- 

H'iikw’s boys, jibe's, already fpu'n it to you. If w mm smed her stuns, him need in 
sisit her today and slip'll pc yon lire net 

■* 

it—uol oil the running Imp—hit |ust dbcdtcf of ihe imp s*f ifial the riel and imp hi ill 
iitUTMtfi by ifw" nine the nti gets in where tire imp is going. You cm make this 
easier n r harder hy M-kntng the computer icrni fnun ihe Icon fur unci adjusting the 
arcade $«Ui ng up or down. (See instructions fa yuut game dejcinnoitaijon for iwi 
dc&iils on arcade settings,) 

What iim I supposed 1u do wiih I be Golden Net the Widow me? 

• 1 You can use ihls net lo capture a Sprite, one of the wood hops Ibe Sprite will 
introduce vnu to the ■Green Man. 


GREEN MAN'S 
RIDDLES 


All right, the Green >t^n's riddles hare 
slumped me. t&htil are the answers? 

[ am die heart Ihat does, noi heat 
if an. I bleed wirheui Wood, 

[ can By. but have (to wi ngs, 

I can float, btti have no fins, 

I can sing, bill have no mouth. 

« 

High bam. my touch is gen lie, 
purest white is my Lace, 
silent, silefli Istm kingdom, 
green Is ihe colou r of my death 

* 

I am the outstretched fi ngers 
Unai seize and. hold she wind, 
wisdom Hows from me In other hands, 
upon me are swret drams dreamt, 
my merest touch brings laughter. 

t 

Golden treasure I conialn, 
punckrd hy hundreds and thousands, 
stored in a labyrinth where no man walks, 
vet men come often it) seize my gold, 
by smoke I am overcome and rotted, 
dwn left to build my treasure anew.. 


* 
























My first master has four legs 
my second m&dfr has (two legs, 
my first I sene in Me* 
my second 1 sene in death. 

Cure me and I live beyond my death- 
Tcugji f am, yet soft beside, 

■gainst ladies’ cheeks [ oft reside. 





M<ial or bone I may be, 
many teeth 1 have and always bared, 
yet my bite harms no one, 
and ladLfs delight an my touch. 


2 


!'V y 

i /e £ v: 




( /fc t'j4>r ■. 


Noi hum hut from a mother’s body drawn. 
[ hang until half of mo is gone, 

[ sleep in a cave until I grow old, 
then valued for my hardened gold. 



I am two-faced but hear only one bee, 

I have m tegs hui travel widely, 
men spill much blood over me, 
kings leave their imprint upon me, 

I have greatest pow er when given away, 
ytt lust for me keeps me locked away. 



I am a window. 1 am a lamp, 

1 am clouded, 1 am shining, 

1 am colored, set in white, 

1 fill with water and overflow, 

I say much, but have no words. 
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I'm certain I've dune everything there is to do on Day Seven, Wly won't the day 
end? 



DAY 8 : 

PUCK/NOTTINGHAM FAIR 

MOTE: If you have nut yet solved the Abbot' s pur/lr bufc and are hav ing 
problems, see the section entitled The Abbot's Puzzle Box listed just before Day 
Hand Code. 

i see die Yeoman from the Overtook, What do I do? 



]’ve encountered the Tcmnan on Walling Street, How do I hesl handle him? 

































































My El ftt master has fou r legs 
my second mister has two less, 
my first I serve in life, 
my second I serve in death. 

Cure me and 1 Ifte beyond my dead!- 
Tough I am, yet soft beside, 

■gainst ladies’ cheeks I oft reside. 


# 


Metal or bone I may be. 
many teeth 1 have and always bared, 
un my hire harms no one, 
and ladies delight in my touch. 

* 

Xoi bom hut From a mother’s both drawn, 
J hang until half of me is gone, 

E sleep in a cave until I grow old, 
then valued for my hardened gold. 

* 

E am two-faced but hear only one face, 

I hast no kgs hui travel widely, 
men spill much blood over me, 
kings leave (heir imprint upon me, 

I have greatest pow er when given away, 
ytt lust for me keeps me locked away. 


* 


I'm certain I’ve done everything there is to do on Day Seven. Why wont the day 
end? 

* on 1 v. 's .ven an- ■ folkwvs 

a) Visit Marian in die Willow Grove 

hi Give Marian (he Hand Scroll front (lie Fens Monk MHttStSY, 
c> Catch a'wood imp. 

d'S Vlsii the Green Man of the .indent Ekik and solve- his riddles. 

Vnw w hen you go to the main map of SoninghanishEre, or leave the Oak Grove. die 
day will end. 


DAY 8 : 

PUCK/NOTTINGHAM FAIR 

SOIX: If you have not yet solved the Abbot's puzzle bo\ and ace having 
problems, see the section entitled Thu Abbot's Puzzle Rns listed just before Day 
7: Hand Code, 

] see the Yeoman from the Overlook, what du l do? 

# Click the hand cursor on tike Ytoutan to encounter him on fading Street. 

I’ve encountered the Ytoman on Watling Street, How do I best handle him? 

■ llir- Yrensan s a fair soul. See whsU you have that he wight be iriiercsted in, 

* Vbo man some money, then he'll ghe ym i his dothes for a dis^ju isc 


I am a window. E am a lamp, 

I am clouded, I am shining, 

1 am colored, set in white, 

1 fill with water and overflow. 

1 sav much, but have no words . 


* «. ill.:-. 


I'm at Lhe Fair and just wandering around, Mat am l missing here? 

* u in-i d I • lit! ,i.l 11 m - 

* ■ M ill'. I.l d Sv • 

* liememher the archery loumuneru being bekl today? 
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Hley] i j llkc tried to give the Hand Scroll to the scholar. but he Humid out Id be a 
sp\ from Prince John, there's die scholar l"m Looking for? 



compele? 



I'd like to enter the archery tournament, hut Lfs still too wiy. Vi lien are they 
going lo start ihLs things 
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Resides nieeling die scholar and entering the archery ton m anient. is there 
anything else I can do at the lair? 


I weal to rater Ihe archer; tournament and was told I was too late, it hack 
already slarted or was over, Mhat can I do now? 



rm certain I've done everything there 3s lo do on Day right. Why wim't the day 
end? 





















































* ■■■■In 

(You ran find it complete selection of roaisuf-aims bi your pome 1 dncumefitriioti.J 
Uhen the scholarcan show you chi" corn'd coai-of-irm>, give him the Jland Scroll 
\ow eater the archery CmmiAnU’ilt and whs the CBfcfen Arnw. 

Hey ! I jiiM tric'd u> give the Hand Scroll to the scholar, hut he turned out m he a 
spy from Prince John. Where's the scholar Ini looking for? 

* 

correct coat-of-arms vftit'rc socking Refer w i your ej^nsf documentation for 
illustrations of QD^iim 

* ii- .Li r shows you (he liisi Illustration of the coat-obanns, select Sin He'll 
show you another if die second coat-of-amts he shows you matches the correct 
illustration in yoinr game docnmeriLinr>it. this will he die correct schokr. Uivit him 
the Hand sc mil. If this isn't the true scholar, keep walking ground the Fair until 
you find a different scholar. There an three passible sdvolaib to encounter, 

Id like to enierthe archery lournomcni, but I haven't any money. How can I 
compete? 

* • .1 : u- !■■ II i: . Ill Si I' i" 1 

* -it uni give Lhe Hand Scroll io the sdn ■l.u\ he'll offer you same money. Use this 
money to pay the archery tobnaroenl fee. 

I'd like to enter the archery tournament, hut il's still ton early, When are they 
going lo start this thing? 

* I ■ 11 ^il;. ■ : ■■ '■! ;■ r f.l ■ !I!’- . . 

if, ' 

iIh" archery (nitmament, you II be ibL' to enter. 


I went to enter the archery tournament and was told I was ton late, it had 
already started or was over. Vluit can I do nowi 

* it'd! Si 1 if li.i- I •■' Ml 

a) You spent ton muds Uihl' wandering around the Fair after going die 
I land Scroll to the scholar. 

hi Yon left the Fair to return la the outlaw camp and then retomed to 

dm? Fair 

Hedim io an earlier game .md avoid doing Uksl* things You can aciuaUy 
complete tills tlay without gening (he golden arrow, but you'll tut lo gain ransom 
and points. 

Resides meeting ihe scholar and entering the archery (ourrunnent. is there 
anything else I can do at the Fair? 

* of 

* uu ran do at (he fair are »fed low haw your fortune told; give mon ry (ft a 
couple of beggars; huy some items for Marian, such a* a scarf and Rose Oft; and 
meet many biteresSRB people. In fan. if you took Irani enough. C:an fifld nW!iJ 
cif ihe artists, iheprorgfomrners anti a number of Sierra On-line game designers. 

I'm certuin ISt done everything there Is k> do on Hay Kigfit, Why won't the day 
end? 

* |: ngs Uj d 

m Go in the Wading Overlook and observe (lit Yeoman on falling 

Street. 

hi Confront the Yeoman and pay him for his dollies 

cj vdirtid the fiii rand give the H and Scroll In the scholar who shows 

yon (he correct coou-uf-ajms. 

d ] Urtally, mice die archery tournament ai (he fai r and. wiei ihe Golden 
Arrow. 
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DAY 9 : JEWELER 



\0>TF: If you have net yet suited ihe Ahhut s 
|]u/y;lf h<n and are having problems, see the 
section entitled The Abbot's Puzzle Bo* listed 
just before Ua> 7: Hand Code. 

Hie Sheriffs men keep kill ting me. Where can 
I iind a gmmJ hidi ng place? 


1 sec the Merchant from the Overlook. Whal do I do? 



Hey t I need a disguiset Ho* do I get die jeweler to give me his clothes? 
threaten lum with my Iww? 










The jeweler wouldn't give me his clothes, so 1 let hint pass. Did 1 blow it? 


The guard won't let me in the Castle of Nottingham, Now what? 


* 

Fm with the Sheriff in his room, what now? 



Fun with, the sheriff and his w ile. W hat now ? 






















































DAY 9 : JEWELER 


NOTE: if yog have not yel sohwl the Abbot's 
|]u/y.lr h 0% find are haring problems, set the 
section entitledThe Ahbofs Puzzle fa>* listed 
just before Ifey 7: Hand €ude. 

The Sheriffs men keep kilting aiie. Where can 
1 find a go-ivd hiding place? 

* i 

* 

Man's three nddles correctly? If y ou did, he 
blessed you nidi special powers. 

* t - ih ; ■. ill! ire ■ i itn ■ 

to locale a Druid tree arid then find a grave 
of nm Id trees. When you're in the middle of a Dnrid tree gnm\ click the eye 
ai rsor once more on the trees. You 11 see a dose-up view of one of ibc trees 
<Tack the hvuid cursor on Robin and enter dlls tree’s Druid name using die Hand 
Code. Consull your game docunumralkm to Bud ont lire Druid name for this tree, 
Robin will transform into a free and die Sheriff s men will walk right hy him, It wl II 
he safe to go anywhere in the forest idler this 

I see the Merchant from tire Overlook. W hat do [ do? 

* 

Hey; t need a. disguised Itnw do I gel the jeweler to give me his clothes? 
Threaten him with my In™? 

* So. Akfoough you cuuEd gel hb dofhes rfus way wv tkmT recommend usini; 
hou! 

# ^ bu e* hi li.l unu the Jeweler the heart-shaped half emendd. Then bc’U gladly trade 
sou Ills dollies. However, giving him dm half emerald has very serious 
consetjuenecs. later in the game, 


* The best option is to simply dick the hand cursor on him a couple of limes. You’ll 
gel his clothes for a disguise and he’ll he happily rewarded. 

The jeweler wouldn’t give me his clothes, so 1 let him puss. Did I blow it? 

* Nii You already have at least one other disguise that will still work today. 

* You l :lm sri-ll use (he Puck disguise you atcrvetl from die Yeoman cm Day bight. 
Yoy‘ll find ii in your cave. 

Tlie guard won’t Id me in the Castle uf Nutti ogham. Now what? 

■ u hate some monev don't sou? 

a r 

* h.ii s n:;1 11 bribe hi m V |hti ny sinu Id th■ 

I’m w ith the Sheriff in his room- Whal now? 

* If youTc dealing only with die Sheriff, you must be here In your Puck dbguise. 

Wfiai do you have to offer him? 

* I idler talk tu hint j h-w Iliiics, nr make abet with him hy going him th mr pouts 

J'm with the Sheriff and bis wife. What now? 

* Ft'ymi re widl both lire Sheriff and Matilda, you ntUM be disguised as the jeweler. So 
what do you have do offer cither of than? 

* Click the jewelry on the Sheriff Uaiihla • i die table To fully convince the Sheriff, 
ynu will also need tu dick the heart shaped half emerald on the Sheriff or his wife. 
Poo l worry, they wnn'i keep iU 

The Sheriffs wife recognizes me! What do I do about that? 

■* Checkytmr toreolocy to mt what else )m look from the jeweler when ynu took lib 
disgttlsc- 

* Itn miU ii.lv e ilk uf |L wrier - rnllge? 
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I’m certain I've done everything there is (o do on Day Nine. Why won't the day 
end? 


DAY 10: MARIAN’S RESCUE 

NOTE: If you have not yet solved the Abbot's puzzle bos and are hat nig 
problems see the sett inn entitled The AhhoE's Puzzle Bo\ listed! just before Day 
7: Hand (lode. 


]'[« in nur Outlaw camp and just received ihe news about Marian. W hat should I 
do now? 




I’ve withered the men together. Whose plan should i follow? 


I'm at Nottingham, bul the only place I can go is the puh, Is Robin supposed lo 
gel drunk now or what? 



I'm in the Abbey, bill no one's here. ’Where do I find the W itch's Court? 



I Hi lost in the hedge maze. Help! 



Okay. f got inside the Witch's Court all right. Rut w hen I try to save Marian, I 
heroine a crispy critter! Where do I get a giant pot holder? 








































* ii m iiirM : Id I 

before you enter Vjitin^tiLUii or people may notice ifod ynur be«d has changed 
color. 

rm certain Eve door everything Ihepe is to do on Day Nine. Why won't the day 
end? 

* I i :h11. 1 ;-. ! . i>in 11 .ireUS ft 

a) Kwule die sweep id die (orffit by the She HIT s Men. 

b) Encounter the jeweler on Catling Street 

c l H n jIL y, disguiseourself as either Punk f the disguise you u^ed to go 
uj the fair) of as die jeweler, ami 9sii die Sheriff of Nottingham. 


DAY 10: MARI AN’5 RESCUE 

NOTE: If yon have run yet solved the Abbot's puz/le bos and are having 
problems, sec the section entitled llie Abbot's Puzzle Bos listed just helbre Day 
7: Hand Code. 

['eh in nur Outlaw camp and just received die news about Marian. l&hat shun Id I 
do now? 

* 3b ;■ ibuul room y: her? 

* i ■ mi gk want some bdp on this one. Blow your Imm u i asserible the men 11 
would be a good idea to Mve your game iiN before blowing the horn 

I’ve adhered the men together. Whose plan should I follow? 

* ft hy not in oefa jilun? Hut keep a saied game before making your choice 

* . >hi -ffljlM rl plan 


I'm at Notiingfriin. but the only place I ran go is the puh. Is Robin supposed to 
gel drunk now or what? 

* ■ [’.mk .ilmin wliai might gel the Innkeeper to help you. 

* I .ilk to ihr tnafeecpcr several limes. He'll let you use the hack way inlu He Abbey. 
Bribery also works, but IK* as well ft p don't recommend threaJening him with the 
how. 

Tim in the Abbey, but no one's here. Where do I (inti the W itch's Court? 

* JU ! I. d ' luE 

- I- 'ii am ■ i-a In \> r any • itrer 

* m nigh il ie d u[h.-| of the Abbey and you'll find a pair of doors. Click tire 
luuitl cursor on either door, Now y i hi 11 sec the hedges. Trave] through Llie hedge 
tiiLi/e to find die secret door at die ether end of dir maze which leads Into the 
witch’s Court 

I'm lost in the hedge maze, Help! 

* Take i look as I he hedge maze map In die bock of this hint book. 

Okay. I got inside the Witch's Court all right. Rut when I try to save Marian, 1 
become a crispy critter! W here do 1 get a giant pot holder? 

* Top won't weed a | hj[ holder. Look for Muufiliimi rise In your Inventory 

* I lid y i ju rn fifes the Ring Tit at Commands Fire? No? Ho i■ u i \L better get dm pu u I v 
ho* open! 

* ft h m y i hj e;i i to the entrance of the Wt Ourt. quickly select the King That 
Command Fire fn «n Inventory and dick it on Robin, Now click the hand cursor on 
die door io saw Marian. Ii would Ek - even better land easier) to pul ihk ring on 
before entering the iiedge maze. 
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As soon sis I enter the “ft itch's Court- I'm shut lull of arrows. A hut have I dune 
wrung? 




I'm certain I’ve dune everything there is to do on Day Ten* Why won't die day 
end? 



DAY 11: TREASURE TRAIN 


The treasure train has arrived. Now what do l do? 



I've got the? men together. M hose plan should I choose? 



I’m sure I picked a good plan, but my plan failed! How can this happen? 




DAY 12: FALSE 
KNIGHT 

I'm In Sherwood hirest. and the Sheriffs men 
keep killing me. Where can I find a good hiding 
place? 


fit 



















































As soon its I ceiut ihs- ft iirii's Conrl. I'm shot lull of arrows. ft hat how I done 
wrung? 

% ■ ,i .i dn i. >:u •• : in.-- - fi 

■&} Gone ll alone without enlisting the aid ofyour men 
t>) Threatened tiio Innkeeper with your bow lie slid you'll 
regret ii 

l ie rescued Morisot hut now she’s dying. 

* You need id gne her somethin]; with innwnihuLs healing power, 

* Remember the heart-shaped hutf emerald from in1 r dream during the first nighi? 

* You need lo Seied the half emerald I n mi lEtu-muri .jj=,lI click a on Marian to heal 
her. II you don't him v the half emerald, she wi11 die. ] lowever. you can still 
complete the game without her. 

I'm certain I’ve done everything there is to do on Day fen* Why won’t die day 
end? 

* Hie 111 nj •'= dn e I> :i .mfi 

Ai Bennie Marfan and take her to ihc ftsEkw Grove. 
b> Then Steal tiL-L in the ft illow Grove. 

c) Or let her die in the ftiltaw Grove ft lien you leave hero, do.' Ibty 
will end. 


DAY 11: TREASURE TRAIN 

The treasure train has arrived. Now what do 1 do? 

t Vicn i r (sijiLivt 1 camp, blow you r horn In rail you r men together, 


I’ve got the men together, ft hose plan should I choose? 

* ft Iiy mu eft 1 etch planr hut sate 2 game first to stake ii easy io >i,in over. 

* l • n is ihe i>ne l fol - - \mhu-, Ui an eh-menl of wrrprisi 


I'm sure I picked a grind phut, hut my plan failed! How cun (bis happen? 

* Ii [Hiwihk its loM'with a -ii pLin 1 ! -on ve u-i iihs many wen m earlier asuckv 
rescuing ihe ft Wow’s sons or rescuing Marian I fawner, Tuck’s pUi will ji]wv]y\ 
succeed, Be advised dial the number of outlaw’s y chi have alive at the end of your 
game on affect your ultimate fide. 


DAY 12: FALSE 
KNIGHT 


Ira in Sherwood Purest, and the Sheriffs men 
keep killing rae. ft lu re con I find a good hiding 
place? 

■ I low about a grave of Druid m.tv 

* On!) jy Sev at. 1 1 id you answer (he Green M an s 
iliroe riddles correctly ? I f you did. he blessed 
you with special powen 



* Use die eye cursor on the ires in the forest to locale 3 Druid tree and then find a 
Strove of Druid trees, ft hen you're us die middle of a Droid tree grove, dick the eye 
cursor once more on die trees You’ll see a close-up view of one of the irees 
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I see a Knight on Walling Street ft hat now? 



|\e emo union'll ■ Knight on Watling Street ft tint am I supponoil so do? 



Marian is dead. How can I sin-' the Knight the password when l don't know w hat 
il is? 



l ut certain I’ve done everything there is to do on Day Twelve. Why won ! the day 


end? 


*= 
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DAY 1 5 : 

QUEEN'S 

KNIGHT 

Hey!! J don’t have my reed whistle and I don't 
know how to swim. How am I supposed to cross 
the Fens? 


Okay, why won’t these Will-O-th'-Wisps let me cross the Fens? 



I'm at the Willow Croit. hut 1 don't see Marian's spirit. Where's she hiding? 
















































* Click the hand cursor ofl Rohin and enter this Imr s I Jnnil tame using the Hand 
Code, Ginsuh ynur j^une documeaiMofi to find out the Druid name for this tree. 
Robin mil transform rnm a tret and the Sheriffs men will 4-.dk right by him. HE will 
he safe in go anywhere in the farea after this. 

I see a Knight on Wiitling Stroei. fl hat now? 

* Cl Jdt the hand cursor on llie Knight or the wadk Ciir^ir mi Ibt SIRA to confront 
him. 

IVe encountered A Knight on flat line; Street- Whal am I supposed 10 do? 

* T'iilk to him and try to grie him (he password from Marian lining (he Hand Code 

* 

Sow you’ll have evidence dial he was planing sttstinsl ihr Hi ng Blow your horn in 
call EJitle J ohfl W hen you leave Walling Street die I >ay u ill end 

Marian is dead. How can I give (he Knight the password when L don L l know wtal 
i( is? 

-i 

the Widow Grove. 

* iii n Ei h the U illmv Grom YOU will need your dneumenbuon for this. Bring up fisc 
Hand Code and. spell out the Druid name of the Willows. Marian’s spirit will Speak 
to you through the Willows to give you ihe password. 

Dm certain [Ve done everything there is lo do on Day Twelve. Why won’t ihe day 
end? 

* n Day an ,e ' ll< vv 

i) Evade the sweep of the forest hy the Sheriffs nun 
hi Confront the false Knight. 


DAY 13; 

QUEEN'S 
KNIGHT 

lley! 1 don’t have my reed whistle and I don't 
know how to swim. How ant [ supposed to cross 
tlie Fens? 

- ir 

something dsejflti bare will help yurt cross. 

* 

explained this rinp; could command spirit' of the 
wuler? 

=* it Commands fl r atLT from inventory and click it on Robin &tv 

tou’fl see flillOlh-Wisps floating over die Kens. Click die talk cursor on nmc of 
ihe Wisps, They'll let you cross if you've visited or healed Manan in ihe Willow 
i .one and reccived-a password. 

Okay, w hy won't these Will-0-th'-Wisps let me cross the Fens? 

■ You need to visit someone else iu ihe game first before cross!ng ihe fens. 

* 1 ihit Martin’s spiril in the Willow Grow and receive a password. 

I'm at the Willow Grove, hut J don't see Marian's spirit. Where's she hiding? 

* 

* l w ihe Ita&d Code m c.di up her spirit You'll need four grot documentation for 
d(fe one. Lock up (he Droid name for willow and enter it using ihe Hind Code. 
Vow Marian's spirit will speak to you through (he Willows' voices and give you a 
password to give to the Queen's knight 
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]'m stimjini' at (he base of a tower outside the Kens Monastery. There doesn't 
seem to he anywhere to gii. Ijp( k guess, I’m supposed to climb this wall 
somehow? 


I climbed up the tower of the Kens Monastery, climbed into this cdJ, found the 
Queen's Knight, tun he doesn't heliete Km Robin Wood, Should 1 shoot him? 



Great! I've gotten the knight tu the boat, but now ihc Feus Monks keep throw ing 
boulders at me. How do 3 get down safely? 




DURING THE TRIAL 


(iso I diiHuse my u»n witnesses? 



Mow can I improve my ending? 



AFTER YOU'VE COMPLETED 
THE GAME,, , 

FASTER EGGS {surprises hidden in (he game just for fun) 

Utdymi try the following? 

I) Clicking the hand cursor along the lop of (he Nottingham Castle battlement above the 
outside of the pub? 


-) Shoolin g a wood i mp with yutir bow? 

>’> Walking to the right and hack again several times along the shore of the Fens region 
dressed as an outlaw? 
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DURING THE TRIM 


I'm Guiding at the base of a tower outside [he Pens Monastery. There doesn't 
seem to he anywhere tu go. l^l me guess, I’m supposed to dlmh this wall 
somehow? 

■ You're on (he right trad. Have you looked l. \> wli ai thv i \) ? 

* Yr u'JJ iRs.-tl >11 r fuiiL' document,tiion [nr this one 

* I nok up die Druid name for ivy and enter it using the Hand Code. The ivy on die 
waJ] will grow and grow, Now you'13 he uNr to dimh the wall 

I climbed up the tower of the Pens Monastery, el im heel into this cell, found the 
Queen's Knight, but he doesn’t belike I'm Hohin Hood Should 1 shoot him? 

* IVmild you calm down? Besides, you don't c*fl haw your bow at die moment 

* Remember die passw ord Marian Ra*e you in the Willow Grove? 

* pjner this password using the Hand Code, Sow the knight will g*i wi4l ) <>u 

Great) l'w gotten the knight tu the boat, hut now the Fens Monks keep throwing 
boulders at me. How do I get down safely? 

+ Ikxige the boulders Che king the hand cursor will move you from side m side, 
tt/hen you've dodged etch rock, you'll move farther down the tower until you roach 
the bottom 

* 11 fH cn the «sy arcade sating is loo hard, select die computer icon from tin- letu i 
Bar and adjust the arcade level all the way down to "Win" at the bottom arcade 
setting Sow you can climb down the wall safely After crossing the Peris, and the 
knight is safe, you'll st.uid trial and your late as an outlaw will be dtiermined 
Congratulations! You've completed Conquests of the Longbuwl 


Cart I choose my uwn witnesses? 

* No. Thai was already determined by (he manoGt in which you dealt or failed io deal 
with all die characters you could encmuiUT th mughout die gjuue. 

How can I improve my ending? 

* . Iv r !l 1 11 L'i ■ v, i 

a) Arttounl of ran sura raised, 
h) A li in Put of oul Jaws aitiainlng, 

C1 Tuial number of game points t you art' not pcmdhsd here for 
by-passing, Arcades by using the "WIN" selling), 
d! Who testifies. for or against you, 

AFTER YOU'VE COMPLETED 
THE GAME,., 

EASIER EGGS (surprises hidden in (he game just for fun) 

Did you try the following? 

1) Clicking the hand cursor along the iqi of the Nottingham Castle battlement above the 
outside of the pub? 

2) Shooting a wood imp with your bow? 

3) Walking to the right and hack again several times along the shore of the Fens region 
■dressed as an outlaw? 
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5) Visiting (lie Cobbler's street a few times; oti Day Nine when the pi^ and swineherd are 
there? 

6) Clicking the half-heart emerald on the little figure in due center of the tapestry in the 
Abbey Refectory? 

7) (Ming the eye cursor on the individual monk's cells in the floor plan of the Abbey? 
R) Shooting [lie Ancient Oak in Sherwood honest with your bow? {Save your game first.) 


FOLK’S VERSES 


Each set of Fulk'sverses is m acrostic riddle, An 
acrostic riddle is a set of lines or verges in which die first, 
last or other particular letter of a word in each line is 
i ised to spell not a hidden word 

To solve the acrostic in FUlk’s verses, spell out the word 
made by taking the lira letter erf each Druid (nee name 
in each line. 

For example: 

Feam said, '’My power increases beneath water" 

' Red is my crowni ng beauty.'' luis claimed 
"1 do not sleep In winter," said Ailnt, 

“I strangle even the strongest," (Jon said. 

"Music hides within me," said Ruis. 

Ochtach said, "Much is made of me." 



Feanip Luis, Ailnt, Gord, Ruis. Ocluach spells out FLAGRO, which is Utin for "to bum' 
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Each code word is a Utin word. For translations of the code words, see the section 
entitled littin Translations. 

But the lines aren't nonsense To loam mure about what each line about a tree means, 
you may read the additional information given below. 

"I do not sleep in winter,’ 1 said Aihn. 

Ailm is the Fir. Hie Fir never sheds its leaves. so il doesn't "sleep" like other trees in the 
winter. 


Belli bragged, “Men become drunk upon my sap."* 

Beth is the Birth. The sugary sap can he extracted and fermented to make an alcoholic 
beverage known as Birth beer. 

"My Itelmcted fruii is my treasure," frill said. 

Cull is the Hazel known for its delicious hazelnuts or filberts. KPhen they re nn the tree, 
they look as though they have helmets. 


Said l)uir, Figs grow fat on my acorns." 


ikiir is the Oak. Pigs were faltened up on a diet of acorns. 

laid ha said. ■'The Romans loved me dearly." 

Eadha is (lie Poplar. Romans were von fond of poplars and named them arbor populi, 
meaning “'the people's tree’'. 


• earn said, "My power increases beneath water." 

I’eam is the Alder. One of the most useful qualities of Alder is (hat it actually grows 
Harder and stronger when it s submerged in water, even after long periods of time, 
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“I strangle even the strongest." Gort said. 

Gort is Ivy. Ivy is fell known for its tenacious ability to-completely cower what it grows on 
andean eventually strangle (he life from an entire iret, 

tciho cried. “The power of the bow sleeps within me.” 

Idlio Is the Yew, Yew has a pale outer wood and reddish heanwrod. both of which were 
commonly used to make bows. The Cells also used yew wood to make household vessels 
and breastplate. 

Red is my crowning beauty,” Luis claimed. 

Luis is the Rowan. Rowans haw bright red terries. 

Said Mum, “Nothing is sweeter than what I bear. ' 

Mum is the Blackberry. Anyone who’s tasted a blackberry can figure this one out. 

“[ am tail and straight" -Said Nkm. 

Nion is (he Ash, a tree which, grows tall and straight The Celts used it to moke their 
king's throne and for the shafts of weapons. 

Oditach said, “Much is made of me." 

Ochtaeh is the Pine, from which houses, all sorts of furniture and countless other things 
are made. 

“Music hides within me," said Ruis. 

Ruis is the Cider. J |Tie Romans made a musical instrument called a "Kutibuca" from 
ehLer wood The tree's scientific name is “Sambucus Nigra' 
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Said Smile. "Harps sang to me in Babylon,* 

Saille is the Willow, From Psalm 137 of the Bible, referring to the captivity of the Jews in 
Babylon: "We hanged our harps upon the willows in tlie midst thereof." 

Karps have sometimes been made from willow wood 

"Chariots wage bailie with me." said Tinne. 

Tinne is Holly, The Celts used Hatty wood to make the shafts for them war chariots. 

UTIN TRANSLATIONS 
Pan l u I urn sursitm el dextnosum. 

Translation: A little more Up and lo the right 
I Hud itmjin ilicere putes. 

Translation: You. can say that again, 

Stercomn pm cerehro hahes. 

Translation: You have feces for bruins. 

Caesar si vfveret, ad reimim dareris. 

Translation: If Caesar were alive, you'd be chained lo an oar, 
fin mine dirige nos! 

Translation: CrixS direct us. 
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Fttm Fulk's Verses 


FLAGRO = K) bum, in blaze 
LTBERO = tost free, to release 
RBGALXS = kingly, princely 
ARDKNS = burning, growing, M: glittering: fiery 
DKSIGNO = to mark ml lo designate 
BONITAS = goodness; virtue, integrity 
MEDICOK - to heal, to cure 
NEMQKALIS = nf a grew, of a wood, sylvan 
C [STERNA = reservoir, cistern 
TRANSFIGO = to pierce: to trajififlx 


H O W TO BEAT OLD HA R R Y 

C Playing Nirw Mens' Morris) 

We hope you' re enjoying Nine Men's Morris ant.! finding it lo be a very challenging game. 
You may have noticed that Harry doesn’i move his pieces identically each time. E\en 
though ha can be a pretty shrewd player, you must beat him to get die magical amethyst 
Therefore, if you have been unsuccessful in defeating him, perhaps you’d likfi to tn^ our 
following simple game. Following these Instructions, you’] I be able to bent Old Ham 
every time, 

S A M P L E G A M E 

Before beginning the Sample Game, you'll need to perform three steps as folios: 

a) Select the computer icon from the loon Bar and set your ircade selling all 
die way up to the highest selling tin its lop-most position), 
h) When Harry asks for a wager, bet one penny, 
c) Optional Step: Save your game Iwfore placing your fi na piece (in case you 
pkice a piece incorrectly you can quickly and easily re-start from your saved game). 
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Board JI insural ion One showing Reference Positions 1 through l i 

Start the game by placing your first three pleas on the Nine Men's Morris board, Looking 
at Hoard Illustration One, you’ll notice each possible playing position (from left lo righi) 
is numbered from l to H (Note: These numbers do not appear on your Nine Men's 
Morris board in Longbow. Our illustration is only labelled lit is way to indicate reference 
positions on the board) Place your firsi piece at position 22. Referring to Board 
Illustration One, we see litis means you should place your first piece on (be Invrer, left- 
hand comer of lire- board. Your second move is at position 3, which means you should 
[dace your second piece in the upper, right-bund comer of the boani. Your third move is 
ai position U, Board Elitist ration One shows this posiiion on the right-hand side of the 
innermost rectangle on llie boani so we place our third piece there. Your first three play's 
should look like Board 11 Lustration Two. 



• P £ PRESENTS TOW J'l EC E 


Your First Three Moves 


7E 


































After you've each pitied three pieces. there are two possible conclusion Harry will follow 
Therefore, if Many's FirsL three plays were positions 23,2 h and 15. see the sedi-un entitled 
Conclusion A, On die other hard, if Ham 's Eist three plays re positions 1, 24, and 2, 
continue will section Conclusion li. 


Conclusion A 



WXRrSENTSVOUH FiEC.1 

HrFESfcvi-sriAHhv>:c!Ki 


Your First Three Moses anti Ham s First Three Responses 

Placing the Rest of Your Game Pieces 

Your game should now look like Board Illustration Three Your next step is to complete 
placing your pieces on the Nine Men's Morris board, Simply pbwee each of your pieces as 
shown in the left-hand column of the following list. Many will respond hy placing his 
pieces as shown in the right-hand column of the following list. 

Ham 's Espouses 
Position 

8 

17 

! 

18 
12 
6 


Your Moves 
Position 

7 

5 

20 

II 

16 

14 


12 


rupturing Harry's Pieces 


! Htay. Now the board is set op to heat Old Ha rry. The following 11st shows the moves you 
need to make io win. Note; If the step you're 00 is annotated with "completes a Mill— 
lake (followed by a number)," such as completes a Mill — Lake ft, this means to remove 
Harry's piece from position 6 , 

let s nm through the first two steps together (refer lo Board lllu&ffatfoo One for 
positions). Find your playing piece on position 11 and more it lo position 19 . (Harry hill 
respond by sliding his piece Iran position I to position 10.) Your next mow is (0 slide 
your playing piece on position i 4 to position 21. Since this completes a Mill (positions 
19. 20, and 21). you're entitled to remove one of Harry's game pieces. Find flam's piece 
on jKftition 6 and take that one. New you complete the rest 


Your Mores 

Ham 's Respond 

Position 

Position 

11 lo 19 

1 to LO 

34 to 21 (compte a Mill—tahe 6 ) 

2 to 1 

21 (o N 

Ho 2 

14 (0 21 (completes a Milt—take 15) 

2 to 1 

3 to 15 

Ho 2 

21 to 14 (completes a Mill—take 2) 

5 It.) 6 

M it) 21 (completes a Mill—take 9) 

12 to 11 

21 to 14 (completes a Mill—take 11) 

Kite 1 

14 to 21 (completes a Mill—take 1 ) 

23 to 24 

21 to 14 (completes a Mill—hike 24) 


h<'Ugratulations! You've won Nine Men's Morris, 
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Conclusion B 



• ft£FRESENI3YCURFtECi: 

represents i iaskts piece 


Your firs I Three Moves arid Harry's First Three Responses 

Placing the Rest of Your Game Pieces 

Your game should nmw look like Board Illustration Pour, Your next step is to complete 
placing your pieces on the Nine Men s Morris lK>ard. dimply plate each your pieces as 
shown in (he left-hand column of the following list Harry will respond by placing his 
pieces as shown in the right-hand column in Hue following UsL 


Your Mums 
Position 


Hum 's Responses 
Position 


Capturing Harry's Pieces 


iikay. Now lire ho;ud is set up to beat Old Hairy, The following list shews die moves yon 
reed to make to win. Note; If die step xmi'n* on is annotated with “completes a Mill— 
lake (Mowed by a number)," such as completes a Mill—hike 6 , this means to remove 
Harry's piece fnom position 6 . 

Let’s nm llirough tiie first iwo steps together. Find your playing piece on position 1 1 and 
mn« it to position 19. (Ham' will respond by sliding his pica 1 on position l to position 
10.) Your next move is to slide your playing piece on position 14 to position 21. Since 
this completes ji Mill (positions 19.20, and 2I) N you’re entitled to remove one of Harry s 
game pieces. Find Harry's piece on position 6 and lake that one. Now yon complete l!ie 
rest, 


Your Mows 

Ham s Responses 

Position 

Position 

22 to 10 

24 to 23 

20 to 17 

19 to 26 

13 to 18 

9 tn 13 

7 to 12 (completes a Mill—lake 13 ) 

8 to 9 

12 to 1 6 (completes a Mill—lake 9) 

14 to 13 

16 to 12 (complete a Mill—take 13) 

6 to 14 

12 to 16 (complete a Mill—take 14) 

20 to 19 

1 6 to 12 (complete a M i 11 take 19) 

23 to 20 


12 to l 6 (complete a Mill—take 20) 
! mgratulations! You've won Nine Men's Morris, 
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POINTS LIST 


Action 


PmilL Value 


Day One 

Take bom from cave 

Ge; coins from chcsi in cm 

Kill Sheriffs man; rescue peusant woman 

Give money to peasant woman 

Give money to Simon in the Shooting Glade 

LHiy Two 

Kill the fens Monkatlacking Marian 
Gel slipper 

Day Three 

Give money to beggar to gel his clothes 

Give slipper lo Lobb 

Gel silver comb from leibb 

Day Four 

Kill Sheriff's man: rescue poacher 
Give money to poacher 
Give cuiiih io Marian 
Shu* emerald to Mari an 

Hay Five or Six — Fens VHnw.'ittry 

Kill Fens Monk with Lillie John's staff on Walling Street 


50 

50 

m 

50 

10 


100 

100 


100 

25 

5 


100 

50 

50 

50 


IflOtmust play arcade! 
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Action 


i se whistle cm shores of the Fens 

Pass gemstone riddles 

Free Fulk fvtwn chains in torture chamber 

Get Kulk's scroll from Prior 

Get Marian's scroll from scroll rack 

Give scroll back to Fulk 

Fitter the water gate with folk 

Give money to fulk 

Raise grate to escape Monastery 

Receive Ring 'Hut Commands Water from Fufk 

Nay Five or Six — iVottiiigluim 

Get Abbey Monk's robe on Wading Street 

Hrihe guard: enter dungeon 

Fnter St. Mary's Abbey first lime 

Fake ale cask front Abbot's (able first lime 

i i i ve ale cask to ] nnkceper first li me 

ft in amethyst in Nine Men's Morris game 

J ■ ok ai Ale buckcl comingdown from celling an pub 

Discover secret entrance in ale cellar in pub 

"ut amethyst in your mug while drinking with Abhol 

I idk to Abbot five limes while drinking 

iwarclt drunken Abbot and lift his purse 

I ind puzzle box in .abbot’s room 

Replace pillow 

Fake three monks’ robes in laundry room 
Discover hedge maze 
G ■ tlirough hedge maze to Witch's Court 
Give second ale cask to Innkeeper 
Fay Abbot's pub hill nF twelve pennies 


Point Value 

25 

100 

100 

150 

100 

ioo 

10 

25 

IOO 

25 


75 

50 

10 

25 

25 

50 

10 

100 

50 

25 

10 

25 

10 

50 

1 G 

100 

10 

20 
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Action 


Puint Value 


Day Five or .Six (Concluded) 

Leave three and a half cents on guard's table In prison: 

and return to secret lurid 75 

Guards take money from table and leave for pub 100 

Rescue Widow’s sons from prison cellar wiili twits from robes 150 
Enter Sheriffs party at pub; answer aye to question 50 

Give blessing to SlierifT 10 

Escape through pub with Widow's sons 300 

Receive Golden Net from Widow: 50 

Day Seven 

Give hand scroll to Marian 200 

Show emerald to Marian (if troth plighted Ofl Day Four) 50 

Caplu re Sprite with Golden Net 10 

Answer Green Man's riddles 200 

Day Eight 

Give money to Yeoman; receive his clothes for a disgu ise 100 

Select the correct Coat of Aims upon first attempt at Fai r 100 

Give Hand Scroll to setudar 50 

Haw your fortune told at fair 25 

Give money to beggar standing with crutch 10 

Buy Scarf for Marian 25 

Buy Rose Oil for Mari an 25 

Give money to beggar lyi ng on ground 10 

Win Golden Arrow (must play arcade) 200 

Day ftine 

Elude sweep of Sherwood Forest by Site riff 's men 1 5 

Use li and cursor to get the jewelers dcuhes 100 


7a 


Action 

Use jeweler's rouge un Robin (mice) 

Get past guard (asjewler) at Castle of Nottingham 
Swindle Sheriff (asJeweler) 

Day Ten 

Open Abbot's Puzzle Box 

Talk Innkeeper into opening hack door of pub 

Rescue Marian using John's plan 

Heal Marian with Emerald Half-Heart 

l>av Eleven 

''.mhush Treasure Train with Tuck's plan 
Seize Treasure successfully with any plan 


Day Twelve 

Elude sweep of Sherwood Forest by Sheriffs men 

Give password to False Knight 

bill the False Knight with how 

Search False Knight and discover sealed letter 

Show sealed letter to little John 

Itoy Thirteen 

I st . 1 Hand Code toclimh ivy 
(limb into cell window of Kens Monastery Tower 
Give False Knights Letter to Queen 's Knight 
Give correct password to Queen's Knight 
Ikapofrom Monastery Tower (must play arcade) 

Total points 


Piii tu Value 

25 

10 

300 


100 

50 

500 

300 


500 

500 


75 

50 

50 

5CI 

50 


25 

25 

100 

50 

100 
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ARCADE POINTS 


Action Point Value 

Kill Kens Moot in Quaflemuff combat lift 

Win Golden Anew at Kair 200 

iLScape from Kens Mmastety Tower 

Capturing Sprite with Golden Set 10 

Alternate Solutions (Wurth Fewer Points) 

Daw Hvv and Star 

Rescue Widow's Sons 
#1 Will's Plan 

f | John ' s Han 150 

*1 Alan's Plan 50 

#1 Much's Plan 25 

#2 John's Plan 200 

#2 Tuck’s Plan 15® 

ti'l Alan's Plan 50 

M2 Much's Plan 25 

Day Eight 

Pick comet CoiHjf-Amts on second meeting 50 

give Hand Scroll to Scholar on second meeting 25 

Day Nine 

F5rihe guard to let Puck inside castle 50 

Talk guard into letting Kick in caflfe 75 

Swindle Sheriff disguised as Puck 50 
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Action 


Point Value 


Bay Ten 

Uribe Innkeeper into opening cellar 

Rescue Marian 


10 

h 1 or #2 Will's Plan 


m 

if] or Ml Alan's Plan 


m 

rfl or H 2Tuck's Plan 


100 

hrl or #2 Much's Plan 


50 

#3 John's Plan 


200 

#3 Will’s Plan 


150 

§3 Alan’s Plan 


75 

»3 Tuck's Plan 


50 

Much’s Plan 


25 

Bay Eleven 

a 

Mm treasure following Will s Plan 


400 

Seize treasure following John’s Plan 


200 

^eize treasure following Alan s Han 


100 

Seize treasure following Much’s Plan 


0 

Open Puzzle Box if Marian is dead 


10 

ACTIONS C A U S 1 

N 

G P O i N 

T O B E DED 

U < 

C T E D 

klion 


Foint Value 


Da.) One 


Peasant woman is killed 
Peasant wrattan not rescued 


-100 

-100 


Ml 















Dav Thru.' 


Use Bow to get boggiLr's disguise -100 

Give emerald to begga/ -200 

Day Four 

Poacher is killed • 300 

Poacher not rescued -! 00 

Dsiys FIvf dim! Six 

Kill Fern Mtmk with Bow *100 

Gel Abhev Monk's Robe with liow -75 

Give a tieriL Id to Abbot -200 

Give amethyst to Ahlljol -200 

Give- amethyst to Kerrs monk or Prior -50 

Rvcrv time Robin or Pens mrunk returns to the torture 

i 

room willi FuIk sti 11 on strapjKtdo ■ 50 

Ihvt Nine 

Use Bow to get jeweler's clothes -1Q0 

Give emerald to jeweler -200 

Day Ten 

Use Bow on 1 nnkeeper -75 

Let Marian die -5Q0 


82 


LIST 


OF INVENTORY 



OH) E C T S 


Object 

ftlierc- Found 

where Used 

Horn 

Robin’s Caw 

Thmnglujnl Game 

Coins 

Robin’s Cave 

Throughout Game 

Slipper 

Sherwwd Forest 

Ijobb's Shop 

Si lver Comb 

Ldbb's Shop 

Willow Grove with Marian 

Knwrald Half-Heart 

Robin's Dream 

Willow Grove with Marian or 



with Sheriff (asjeweler) 

Reed Whistk 

Fens Monk’s Robe- 

Fens 

Bag oF Gominnes 

Fens Monk's Robe 

Feus Monastery Main Gate 

ITiIk's Stroll 

Scribes' Room, Monastery 

Fulk 

Ring Tli at Commands Water Fu 1 k after rescue 

Fens 

Ale Cask 

Abbot in Abbey Refectory 

Itob; Abbey Refectory 

Amethyst 

Pub (Nine Men's Morris) 

Robin's .Me Mug 

Piiazie Box 

Abbot's Room 

Robin’s Cave tor safe place) 

Three Abbey Monk Robes 

Abbey Laundry Roam 

Rescuing Widow’s Sons 



tin Dungeon) 

Ring That Commindk Fi re 

Puzzle Box 

Witch's Court 

CTqltkn Net 

Widow 

Catching Wood Imp 

Hand Scroll 

Fens Monaste ry Scribes' 

Willow Grow with Marian; 


Room 

Scholar at Fair 

Jeweler's Rmjgc 

jeweler's Clothes 

On Robin 

Suited Letter 

False Knight 

Littlejohn:Queen's Knight 


MONEY 

This doesn't cover every single possibility of giving money, hut only those insisuuneH where 
giving money results in points or is significant in getting the most mil of the game, home 
characters will lake* morev with no benefit to you. 











in places where there is no specific amount that Robin has io g|vie. \ro show one farthing 
to get a MIN [MUM count. Robin is cettaii i ly free to give more:, 

NOTE: There is no single Day in the game that requires use of money to complete that 
Day. Von could, potentially, get all the way through the game and not spend a farthing. 
But you'd miss out on chunk of game play and a tot of points (le., not entering the 
archery tournament means missing out on winning Golden Arrow for 200 points and 
addition of 10,000 mark of ransom. — but you can finish the game without doing this.) 

Amounts are given as farthings (2 = I ha'penny, 4 = I penny) 


Giving Honey 

Amount (in Farthing) Action or use. 

Day 1 

I Peasant Woman (Walling Street) 

] Simon (Shooting Gtode) 


Day 4 
1 

Daysvft 

5 

I 

48 

14 

1 


Poacher (W ading Street) 


bribe guild as Abbey Monk (Castle ggtes.) 
watering with Ham [Pub) 
pay .Shot's hill cn tnnkeepur (Pub) 
ale money for guards (Dungeon) 
t'ulk (Water Gale in Monastery) 


B4 


Amount (in Farthings) 

DayTl 


Action or use 


2 

I 

6 

8 

1 

4 

Day 9 

3 

12 


having fortune told (Nottingham Fair) 
First beggar (Nottingham Fair) 
buying scarf for Mari an (Nottingham 
Fair) 

buying rose oil for Marian 
(Nottingham Fair) 

Second beggar (Nottingham Fair) 
filter tournament (Archery Grounds) 


bribe guard as Puck (Castle Gates) 
wager with Sheriff as Puck 
(Sheriff's room) 


Day 10 

40 bribe Innkeeper as outlaw (Pub) 


Gaining Money 

Beginning of Game 

Robin starts off with a value of eighty-four farthings (taken From his money chest in his 
Outlaw Cave), broken down as follows: 

a) S pennies, 

b) 19 ha'pennies, 
c.J 2ft farthings- 















Scholar’s Honey 


In the Fair region, Fuck car get a value of forty-five farthings from the Scholar, broken 
dawn its die Mowing: 

a) 7 pennies 

b) 6 ha'pennies 

c) S farthing? 

Ahlidts Money 

In SL Maiy s Abbey, the Abbot's purse contains twelve pennies (value of fortv-eighl 
farthings) . 


Sheriff s Penny 

In the Puh, Robin receives one penny for blessing llie Sheriff. 

NOTE: On Days 9 and 10, money is used to solve problems using alternate, Inn inferior, 
solutions which actually give less pointa overall than the solutions that don't Lise money. 


Rnnsnni Totals 
A l Begin Hint; nf Uaine 

The game should open with Ransom: .Ml in the status line, 

.100 = opening amount Lrujullaw treasury 
700 - tricking Sheriff as Puck 
■i.OOO - tricking Sheriff as Jeweler 
10.0WJ - winning Golden Arrow 
50,000 - sizing Treasure Train 

Tricking Sheriff 

Tricking the Sheriff is an eithertor situation. You can trick him as either Fuck or as 
Jeweler, but not as both, so only one amount can apply 









1. KIRCH 


2. ROWAN 

3. ASH 

4. ALDER 

5. HOLLY 
ft. HAZEL 

7. BLACKBERRY 
S, ELDER 


A- OUTLAW CAMP 
ft- SHOOTING GLADE 
C WI DOW'S COTTAGE 
L> WILLOW GROVE 
E-WATLENG STREET OVERLOOK 
F-OAK GROVE 
G- CENERICTREES 



9. OAK 


11>. WILLOW 


to m-' 1 


NOTTINGHAM 
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WmtJ WI/liN 


tftJJ STE) MMM MAP 



I -OAK GROVE 


9. OAK 
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I BIRCH 

2. ROWAN 
5. ASH 

4. ALDER 

5. HOLLY 
b. HAZEL 

7. BLACKBERRY 
a, ELDER 

9. OAK 

10, WILLOW 


A OUTLAW CAMP 
B- SHOOTING GLADE 
C-WIDOW'S COTTAGE 
D- WILLOW GROVE 
E-WATLING STREET OVERLOOK 
G-GENERIC TREES 
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THE H E D G E MAZE 


TO WITCH'S COURT 



FROM CHAPEL 
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To irvcul the tlllJDI-lft clues,. place [he red Advttiluir Window over [he red 

pjllemed zirax in your hint t*x4. Mr llui Use dirt shows lhrentj;h Ihe hole 


















